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As one of our top OR d, ,007, the, aargets of international 


espionage and eranged super-villains are all ina day’ s work, | 


perhaps even old hat. Be that as it may, matching wits against 
a turncoat colleague isn "also please try to pay attention ett 
Bond, won't you? ; 
| i 
Ås you know» Uyee Trevelyan, our agent 006, possesses all the 
Special training, skills, and experience that you do making 
him a trúly formidable foe. What's more, as a former personal 
friend, he knows your Style, which could give him the ability ' 
to guess) your next move. Only you can judge whether to trust 
il your gut, or to second-guess your instincts, hoping to zig 
when Trevelyan expects you to zag. i 
LI i 
To make matters worse, Trevelyan is only one of your obstacles. 
| to retrieving the Pirate helicopter and controll of the 
| GoldenEye satellite. Xenia Onatopp, a femme fatale in every 
‚measure, is also known to be part of the Janus syndicate’ S mer= 
cenary ranks. i i d 


#4 i 1 


VU 1 

Fortunately for you, strategic covert operatives have obtained 
complete intelligence on every facet of Janus' operations. ,FQ 
has also provided you with satellite maps of the syndicate’ s 
compounds and all localities of its dealings. To make 

it a little easier on you, all of this information has been 
compiled in the document you currently hold in your hands. 
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dL As you carry “out your — | EQ WYLL. wire) special 
1 instructions to you based on up-to-the-minute, reports from 
bi field. The reports, will take the following forms: 
di: MN. [|] prin) (hence the name) observations about your 
Sif ‘current mission. These may include 


descriptions of your mission's surroundings, 
À ^ the relative ease of meeting an KE or ¿any other 
iy? ¡information that an. Sea we say» “preoccupied” 


|, agent may not E DU Tum iL MA 
LL | 
WYL Hi 11 
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Ci plicitly. They) vi 11 warn Myou of specific and 
dilninent threats to your isson, pr possibly to your life. 

i "an that’ s left for you, 
i E signment. The informati contained in these files is 
ite nfidential and for your eyes on mm Good luck-and do SKEJ i 
BU of trouble, eh James? | 
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There are several basic moves and skills which will assist the player 
greatly once he or she learns them. These are essential ways of inter- 
acting in GoldenEye. For instance: how do you ascertain your mission 
objectives, or how do you read the numbers that appear with the 
guns? These kinds of questions will be answered here. 


How To ‘Move “fs 


GoldenEye is guite a smooth moving game. The analog joystick 

moves the character and the weapon simultaneously, and is the best 
way to move around any game. Use your left thumb to move the joy- 
stick while grasping the center handle. Place your index finger across 
the Z trigger (located on the bottom of the controller). 


ei n ont 
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STRAFING 


This means to move in a sideways direction while facing forward. 
Strafing is enacted by pushing the Left or Right C buttons. 

This technique is used a lot when you encounter large 

groups of enemies. 


ZOOMING WITH SCOPES 


Many of your weapons are equipped with sights that allow you to 
zoom in to a distant area. The Sniper Rifle in the first level is a 
good example of this technique. 


SIGHTS 


All of the weapons (even the throwing knives) have sights. The 
sights are enacted by pressing the R or L buttons, and are perfect 
for accurate, 

precision hits. The skilled spy should use the sight more often than 
wasting 10 bullets haphazardly blasting away at an enemy. 


LEANING 


Leaning is an amazing technique that’s unique to this game. 
* -ning is a more subtle Mon of strafing for the most part, but 
don't hav move your feet. It's also quicker and lends to 
.beiter shoo, Its. Press and hold the R button down when 
you come ner of a wall. While holding the R button, 
press the R eft C button, and you can peak around the cor- 
ner. Use this en as possible. 


OPTIONS 


The interface of the game is exe- 
cuted on Bond's amazing watch. 
One screen allows you to make 
adjustments, acting just like an 
Options or Preferences screen. 
Here you can adjust to autofire, 
reverse looking up or down, elimi- 
nate your site, adjust your screen 
width, etc. To access this screen, 
enter a level and press the Start 
button. The time will pass on the 
clock as you decide what to do, 
but this time counts only at the 
end, when you see how quickly 
you completed the level. 


Z-—AXIS. 


This is a full, three-dimensional 
world. The Z axis, accessed essen- 
tially by the use of up and down 
movement, opens up numerous 
possibilities of play. 
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RELOADING 


Reload often. When you are sure 
you’re about to enter a messy situ- 
ation, manually reload your gun by 
pressing B. 


ACTION 
BUTTON 


Press B to open doors, safes, to 
reload your weapons, etc. Always 
try B unless you're in the middle 
of a battle. 


JOGGLIEG 


This simply means to scan your 
weapons and 
gadgets inven- 
tory. Press Start 
to see the dif- 
ferent screens. 
A set of five 
bars show up on 
| the bottom of 
' the screen. The 
first lists which 
weapon you're currently using, 
what your ammo status is, and the 
status of your mission. The second 
lists the 
cache of 
gadgets and 
weapons 
you're carry- 
ing. Toggle 
up and.down 
to see. more. 


The third Stealth technically means to act 


shows you how quickly, subtly, and efficiently. It's 
to use the con- the perfect word to describe how 
troller. The Bond should go about his business: 
fourth is the quite the opposite of the Doom 
Options/ style of play. 

Preferences 


screen, and the 
fifth displays a detailed list of your 
mission objectives. The initial 
spread displays an outline, 

but if you 
would like to 
see full, 
detailed 
write-ups, 
like the ones 
in the begin- 
ning, scroll 
down for O, 
M, and Moneypenny. 


Spoom” 
"VERSUS 
STEALTH 
LEVELS 


Most people believed that 
GoldenEye was just another Doom 
clone. It's not. GoldenEye is a spy 
game that uses the first person 
perspective made famous in 1995 
and 1994 when Id Software's 
Wolfenstein 5-D and Doom became 
so popular. The Doom techniques 
mentioned so often in the text 
equate to running into situations 
and shooting,everything to pieces. 
GoldenEye occasionally plays like 
that, but more often than not, 
Bond must be prepared for a situa- 
tion before he enters into it. 
Sometimes it's better to use the 
Zoom lens and aim slowly rather 
than rush in and shoot everything 
that moves. 


WEAPONS 


THROWING KNIVES 


Use these knives in hand-to-hand combat. 
They should also be used in relatively quiet, _ 
interior areas that tend to have alarm buttons every five feet. Some 
say the throwing knife is better than a KF7 Soviet—An archaic 
weapon comes in handy in a pinch. 


WALTHER PPT 


Standard pistol that holds six rounds at time. 
This is your chosen weapon, the weapon you 
start with for almost every mission. Also avail- 
able with a silencer. The Gold PP7 is available in Multiplayer and as a 
cheat after defeating the Antenna Cradle mission. 


HA 


COUGAR MAGNUM 


This weapon is acquired once you beat 
the entire game on the easy setting. This 


is a powerful albeit slow-loading handgun, — 
and it resembles Clint Eastwood's Dirty Harry gun, the .44 magnum. 
Comparative with the DD44. 


DD44 DosTovEr 


A sleek, silver Russian .44 magnum that packs a 
punch. Fewer shots are needed to do the job 
with this super powerful weapon. Getting hold of 
two (one in each hand) gives a real feeling of 
power. 


AUTOMATIC SHOTGUN 


Found in the Statue level (Part I of Mission 6), 
this awesome shotgun blasts back your oppo- 
nent with serious muscle. Holds five shots at a 


time. 
KFY SOVIET 
A Russian automatic rifle. A good but noisy 
— weapon. Definitely one step above the PP7 in 
terms of power. 
KLOBB 


A machine gun that shoots quick, multiple bul- 
lets. Great for large parties. Doubling up on 
these guns can only lead to serious fun. Holds 
20 shots per clip. 


ZMG OMM 


Possibly the coolest machine gun you'll find, and certain- 
ly the most powerful. Better than the Klobb because it 
has bigger rounds and can shoot faster with more force. 
Hand held. Holds 52 bullets per clip. Found on the Train 
level and on Cradle, among other levels. The ZMG will take out a small 
army when used efficiently. 


GRENADE 


Timed hand 

bomb that = 
explodes 
into hun- 
dreds of 
burning 
metal pieces. Usually causes more 
injury than death, although poten- 
tially lethal. Use these when you 
need to clear out an area of ene- 
mies or machinery. You can often 
get a Grenade from fallen enemy 
solidiers. 


MINE 


All mines have 
an adhesive on 
one side, so that you can throw 
them onto any chosen item. More 
powerful than Plastique and 
Grenades. Used for blowing big 
stuff, like heavy machinery. 


TIMED MINE 


Same as a mine, except it has a 
five- or ten-second fuse. These are 
either automatic, or used with a 
watch detonator, which enables 
you to set it off at any time you 
like. Once you lay this monster, 
you had better run far away. Same 
strength as the mine. 


PROXIMITY MINE 


Scary. Simply scary. Proximity 
mines test the true cunning (and 


memory) of the professional spy. 
Lay one down and watch an 
enemy walk near it. The mine is 
set off by nearby movement. Just 
don’t place one and forget where 
you put it down. 


DSK DUETSCHE 


A brilliant auto- 
matic machine 
| gun. Holds 30 
| shots per clip. 
Great for large 
groups as displayed 
in the Depot and Frigate levels. 
Also available with a silencer. 


US ARDS 


Noisy but 
effective 
automatic— 
very effec- 
tive with 
two. 


LASER 


WATCH 


At the end of 
the lovely Train 
ride, you must 
use the Watch 
Laser to remove 
yourself from a 
seriously close encounter. It will 
take out metal strips faster than a 
D5K or a ZMG. 
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PHANTOM 


A miracle in 
machine 
gunnery. 
Equivalent to 
the Klobb, 
and possibly 
even the Duetsche, this machine 
gun is fast, accurate, and made for 
multiple kills. Found on the 
Frigate. 


SNIPER RIFLE 

A fine speci- 

men ofa — 
rifle with an SEF 

extraordi- 

nary long sight range. Use the R 

button to look into it, and then 

adjust with the top and bottom C 

buttons. Furthermore, it’s silenced. 

Perfect for some levels, but not for 

all. The Sniper Rifle shoots only 

one bullet at a time. Not recom- 

mended for heavy combat. 


GRENADE LAUNCHER 


Better than throwing grenades, the 
Grenade Launcher is perfect for 
cleaning out areas you can’t see, 
but in which you know someone is 
hiding. Its 
range is about 
30 feet. Uses 
standard 
grenades. 


ROCKET LAUNCHER 


Great for tak- 
ing out sol- 
diers or = 


automatic 
guns from a distance. Keep your 
distance from the explosion. 


TANK 


Used in the 
Runway and 
Streets mis- 
sions. It uses 
the same shells 
as the rocket 
launcher. Take out soldiers by run- 
ning over them. 


MOONRAKER LASER 


Unlimited ammo—no need to pick 
any up. Not very effective by 
itself—pick up a second to make it 
worthwhile. 


DEVICES 


WATCH MAGNET 
ATTRACT 


The perfect 
item when 

you’re stuck 
in jail and 


the keys are across the hall (hint: 
Bunker). You can also attract 
knives and even a gun (Archives). 


PLASTIQUE 


An explosive 
plastic bomb. 
Not as good as 
a timed mine, 
but still effec- 
tive. 


DETONATOR 


Used in con- 
junction 

with the 
remote 
bombs. After 
planting your 
bomb, walk away and toggle one 
gadget down to the Detonator. 
Press Z to activate. 


BOMB DEFUSER 


Used on only a few assignments 


(like the Frigate), this handy device 


decodes and 


TRACKING 


DooR 


disarms bombs. 


Bue 


Used for long 
distance track- 
ing. Sends out 
an undetectable 
frequency back 
to base. Used 
on the Frigate 
level to track the helicopter. 


COVERT MODEM 


In the Dam 
level, 
you'll need 
to plant 
this item 
on a wall 
halfway 
through the area. It's a lightweight 
modem that attaches to any com- 
puter. Press Z to activate. 


DECODER 


Given to you in the Facility by a 
double agent scientist, it assists in 
cracking into 
the main secu- 
rity room. 
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CAMERA 


The spy 
Camera is a 


lightweight, 
wallet size camera that's easy to 
carry and use. Standard issue. 


KEY ANALYZER 


In the Bunker area, you will need 
to recognize and duplicate 
a crucial key. 
This device 
requires only 
three to four 
seconds to per- 
=== form its job. 


Data THIEF 


Attaches to 
the port of 
any comput- 
er console. 
Downloads 
data in 
about three to five seconds. Will 
only work when a computer’s 
power is on, of course. This device 
can also scramble information. 


mi 


. Secret Agent (medium) 
+ - 00 Agent (hard) 


De, 


RIMARY OBJECTIVES 
A. Neutralize all alarms (00 Agent) 
B. Install Covert Modem (Secret Agent, 00 Agent) 
C. Intercept data backup (00 Agent) 


D. Bungee jump from platform (Agent, Secret Agent, 
00 Agent) 


_—_ ZZZ i 
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one. Use it to kill the first man. 
Grab his weapon, the KF7 Soviet, 
an automatic rifle. Now, directly in 
front of you, (A) is a guard tower 
with several men around it and in 


TIPS 


Use the Zoom | | 
top C to zoom 


Er : 
cio PRIN 


1 b You CAN PRACTICE USING 
alarm button, or yo YOUR ZOOM SIGHT WITH THE KF7 SOVIET 


whole army of ene ess ting BY PRESSING THE R BUTTON TO ZOOM INe 


at you simultaneously 


Now, take out the guards near the 
tower. You can eliminate them 

| before quickly with the 
KF7. However, 
doing so will 
only attract 
attention. Stick 
to your PP7 for 
now. 


| 


© Always check aro 


entering a new area. 


Always collect ammo or new 
weapons after wiping out the 
last enemy. 


© Stay away from toxic waste There's a guard 
barrels. patrolling around the base of the 
Me tower. Wait for him to appear and 
Weapons and Devices + run to the tower once he's walking 
- © away from you. Be sure to go 

nuc søliet iB $ s N Tm around the left side, not the right 
Sniper Rifle SER aie side, which will notify soldiers in 
Magnum - — i the tunnel to the right. At the top 


Covert Modem — . ve. is the Sniper Rifle. 


y Y 


“GUARD o HE'IL BE WALKING DOWN THE BACK 
STAIRS AT ANY MOMENT. 


To look through the Zoom Lens, 
press R, and adjust it with the top 
C button. In the tunnel are a cou- 
ple guards. If you're really good, 


LEARNING TO NOT AOT 1I 
TIOUS FOOL BY SHOOTING E 
SOON AS POSSIBLE, MAKING ALL I 
NOISE. No, THAT JUST WON'T DO» YOUR 


OBJECT IS TO GLIDE THROUGH THE COM= you can pick them off by nailing 
POUND LIKE A SLEEK, SMOOTH EEL them in the head. Point of 
THROUGH CORAL» YES, THAT'S RIGHT. interest: If 
SLEEK AND SMOOTH. LIKE AN EELe you watch 

them fora 


Upon your first corner, you’ll see a 
soldier on your left. Your default 
weapon here is the silencer, a.k.a. 
the PP7 (silenced). It’s a good 

“wi pon, until you find a better | 


while, you'll 
notice that 
they shoo 
flies away 
and pick 


( 2. 1 3l their behinds. 
(UU en na cv 


Having dis- 
posed of those 


saps, head 

toward the tun- 

nel, which VERY EXPLOSIVE AND WILL DEPLETE YOUR 
curves right. HEALTH SUPPLY QUICKLY. 


After following 


the tunnel just Now, head 
past the bend, move to the left or toward the 
right of the tunnel ause far green-colored 


truck at the far 
end of the area. 
To its right isa 
red switch. 
Press B to acti- 
vate the door. You'll find another 


away in the distan 
spotted you Pat 


ag È 


dell 


Weave DI 
and forth. to 
dodge their 


fire and S : Switch after it. Do the same with 
quickly get a it. This second gateway will open 
behind the al up your field of view quite nicely. 


guard tower . 
on the right. ™ 
From e 14 
you should be ib 
e LR n 


A tower is on your right with at 
least two guards near it. 


STEALTH FOR THE MOMENT 
AND ELIMINATE THE , GUARDB ON THE LEFT 
IMMEDIATELY. THEY LL RUN FOR THE 


the (EB) bunker. From C bac you ALARM AS SOON 
can easily get the drop on the sol- 
diers inside. 


AS THEY SEE 
You. TRY TO 
HIT THE GUARDS 
SQUARELY IN THE 
HEAD, OR THEY 
COULD SQUIRM ON 
OVER TO THE RED 
ALARM AND MAKE 
YOUR LIFE MIS= 
ERABLEe 


OFFICIAL 

Inmsuntemmost A GUARD HIDES 
BEHIND CRATES y SO LOOK OUT FOR 
HIM, AND HERE'S USUALLY A GUARD IN 
OR WEAR THE BASE OF THE TOWERe 


On easier settings you'll find Body 
Armor at the top of the tower. 
You’d better grab it. 


dispose of the 
cay red alarm 
on the barrack 
wall (it looks 
like a button), 


Now, if you feel like collecting 
more ammunition, blow up the 
wooden crates and have a field 
day. Be careful not to get too close. 
The explosion 
will hurt you. 
Remember, 

you can shoot WL | 


| toward the red 


it and be careful of 
‚as you move inside. 
maller red door at the 


the metal-col- 


ored boxes, hiding gua 
but nothing Move to 
will happen. | 


end of the 
hall on the 
left. Go 
through it. A 
set of crates 
appears just 
behind the re 
bunker. Go T 
around the crates, and yc 
(C) monitor. Attach s d sion Con 


z 


L 
rt 
bie 


Modem to complete 
tives for Secret Age 


TIRI T 


_ You may WANT mo “AIM” 
THE MODEM AT THE SATELLITE UP=LINKe 
AN ACCIDENTAL MISS WILL COST YOU THE 
MISSION. 


Head toward the fence, and behind 
it you'll see the dam. Shoot at the 
lock to break it, and then press B 
to push the gates open. 


In the distance you'll see a breath- 
taking background of snow covered 
mountains and'a clear blue lake 
and, oh yeah, three guard towers. 
This is posses the*,.*: 

best part of a 


the shadows 
This will | 
allow you i 
get as close 
as possible to 
the guard", 
towers without being 

in and pick off these tower guards 
with the Sniper Rifle, head shots 
are best. If you miss, the guards 
will jump down from the tower 
and attack you on even ground. 
There's one guard per tower. It's 
best to eliminate each guard at 
each tower, then destroy each (0) 
alarm quietly and systematically. 


< IH 


ea i | PAM | 


There is one alarm located in each 
tower. Just walk through the door 
and you'll see each one on the 


wall. 


Now go to the 
farthest tower 
(farthest from 
your starting 
point). Enter 
the tower, 
descend the 
stairs, open the 
gate, and head left. You can also 
access this downstairs region by 
going down a ladder near each 
guard tower door. Head down this 
corridor armed with your Sniper 
Rifle. Use the Zoom Lens to make 
sure your path is clear. 


TERA s a as 


WAITING FOR YOU BEHIND CRATES AND 
HIDDEN IN CREVICES ON THE RIGHT. 
ALWAYS SIDESTEP AROUND CORNERS TO MAKE 
SURE NO ONE GETS THE DROP ON YOUe 


When you've reached the end of 
the tunnel, hit B to open the lair 
door and prepare for serious battle. 


THE KF7 SOVIET FOR 
MASSIVE ATTACKe 


> …, 


i ARKANGELSK 4 
| â 


Shoot the visi- 
ble guard then 
drop back 
around the cor- 
ner. The 
remaining 
guards will 
come after you, 
so have your weapon ready. Once 
you've killed the bunch, go to the 

A. mainframe at the back of the 

room, and you've completed your 
“ third Han is in the ge N 


Off-site data backup completed, 


ye 


- — B sann | 

s omm APPROACHING THE 
MAINFRAME « GUARDS TEND TO HIDE BEHIND 
THE COMPUTERS y AND You. oan’ T RISK E 
DESTROYING ANY ‘OF THE EQUIPMENT | WITH 3 i 
FIRE FROM YOUR EN. 


“Go back up. 

Y _ the way you 
"came, and . 
head toward ` 
the second 
guard tower. 
Across from 
it is a set of: 
(E) stairs. Walk up them and off 

the dam, and you'll see an 

excellent 

sequence of 

Bond's bungee 

jump off the 

dam. Mission PX 


complete. c " 
E ( 
) 


PAINTBALL MODE f | 
CHEAT 


Complete the mission on the 


Secret Agent difficulty in 2:40 to 

receive the Paintball Mode cheat. 

The bullet holes áre replaced with T | 
| 
(| 


paint splatters. used in multi- | | | 
player. | CU 


lll 


RIMARY OBJECTIVES 


A. Gain entry to laboratory area (Agent) 
. Contact double agent (Agent, Secret Agent, 00 Agent) 
. Rendezvous with 006 (Agent, Secret Agent, 00 Agent) 


. Destroy all tanks in bottling room (Agent, Secret 
Agent, 00 Agent) 


. Minimize scientist casualties (Agent, Secret Agent, 
00 Agent) 


T 


GOLDENEYE 007. 


TIPS 


Don't use the 
many enemi 
Stay mean, lee 
your PP7 ofter 
weapon, an 
efficiently wil 


If you run out of 2 
take a look arou 


half of the level is stå ch 
ammo crates. But be 
keep your distan e l 
blow them up, or yo 
damage- 


Don’t rush into any room, ever. 
Creep slowly and check every 
angle and possibility before you 
make your move. And likewise, 
always watch your back. The 
enemy intelligence is just that, 
and they will shoot you in the 
back any chance they get. 


© Save your Mines for the last part 
of this level, where they'll come 
in handier than you’ 711 think, 


Don't shoot any scientists, or 
you'll have to start over. The 
ber of losses is, 
just don't 
all, they' re ` 
ab coats— 
0; you can 


me 


it's your fauli 


© Try to reách, you 
scientist quickly, o \ 
might miss out on the computer 
door decoder, a very necessary 
gadget in this level. 


Weapons and Devices 


PP7 
KF7 Soviet 
Door Decoder 
Keys i 
+. Mines ill 
+» Mine Activators 


TOS: 


BECAUSE OF ITS 
LABYRINTHeLIKE STRUCTURE, SO MAKE SURE 
TO FAMILIARIZE YOURSELF 
WITH THE AREA. 
REMEMBER TO 
KEEP LOOKING 
INTO DIFFERENT 
ROOMS y AND TO 
WALK QUIETLY; 
CHECKING EVERY 
AREA BEFORE 
RUSHING IN. 


Head down the 
ventilation 
shaft in which 
you begin this 
part of the mis- 
sion. Take a left 
to the bath- 
rooms, and 
you'll see the head of an enemy 
sergeant. Shoot him from your high 
vantage point in the ceiling duct 
and climb down. 


There are 
several more 
guards in the 
restroom. 
| Carefully exit 
the stall and 
strafe right to 
'scan the 


pe my] F 


“- area, then check the remaining 


stalls for any additional soldiers. 


S EORUMQUE. m » 


ONLY USE YOUR 
SILENCED PP7s OR OTHER SOLDIERS WILL HEAR 
AND SWARM THE BATHROOM. REMEMBER, YOU "RE 
A SPY AND NO ONE IS SUPPOSED 70 KNOW 
you RE THERE! 


If you’ve used the KF7 Soviet, then 
a dozen soldiers will appear in the 
bathroom. So make sure your 
Soviet is locked and loaded after 
you dust those few. But again, the 


J irénades lal eil it 
2 Part II Fac a J 


best way is 
to use the 
silencer and 
the aiming 
device to 
keep things 
quiet. 


E Leave the bath- 
i room and 


(4) Keycard 
B, which will 
permit more 
snooping! 


As You ROAM 
7 AROUND THE 

s BE ON THE LOOKOUT 
FOR A SCIENTIST 
IN A RUSH TO 
REACH THE 
RESTROOM e 
FOLLOW, HIM IN 
AND HE LL HAND 
OVER A KEYCARD 
Ay WHICH CAN 
GET YOU THROUGH 
A LOT MORE 
DOORS THAN THE 
KzycARD B. IF YOU DON’T SEE HIM RUN 
BY, JUST CHECK 
THE BATHROOM 
PERIODICALLY 
AND YOU LL 
EVENTUALLY 
ENCOUNTER HIMe 


l own "n" 


al i 


At the base | Ui 
of the stairs 
is a security 
door that 
leads to a 
guard-filled 
room. 
Activate the 
(^j computer inside by pressing B 
and you'll notice it temporarily 
opens a (51) door on the other 
side of the 
bulletproof 
glass. Flick the 
switch then 
dart out of the 
room and 
through the 
security door 
before it can 


You MUST HAVE 
THE KEYCARD B 
OR KEYCARD A 
TO ACCESS THE 
SECURITY DOOR e 
HOWEVER, THE 
KEYCARD A CAN 
OPEN THE SECU= 
RITY DOOR WITH= 
OUT THE HELP OF THE ADJACENT 
COMPUTER e 


Now you're entering the perimeter 
of the hive. To your vi a locker 
room are two guar inate 

them and don’ tA about mak- 


E T either way. 
"| Stick to the 
back of the 
locker room 
and keep your 
crosshairs point- 
ed at the door 
you just used. 

l appear there any 
y weapon to knock 
the next door, and 


"Bond: Time to leave, Dr. Doak, 


T M 3 
Da x p 
5 pm E d 


quickly strafe t 
soldiers are waiti 
hand to see yo 
them come to 
sight to peg th 
rush through t 
they're dead, 

corridor, and c 
right rooms. Dr. 
agent scientist, 


Se 
i 


| | H T | 
T i | | 


N r 


GENERAL DISP | 


Ir HE'S Nor THERE, xoi! S 
NEAR THE BOTTLING FACILITIES UPSTAIRS e 
Ir You DIDN'T SEE HIM AT ALL, YOU 
MAY HAVE TAKEN TOO LONG TO REACH HIM, 
AND HE ESCAPED JUST LIKE ALL THE 
OTHER SCIENTISTSe MAKE SURE TO GET TO 
HIM QUICKLY. 


Remember, stealth is the name of 
the game. Make sure to check your 
back, because a fresh set of ene- 


mies is bound to appear at any 
^ .* » given moment. 


Continue on : '. 
“through the 

` next door. In 
front of you is 
the room with | 


WHATEVER YOU DO, 
DON T THROW A MINE IN THERE. 


Go to the left and right and pick 
off the few stray guards without 
being too loud. The central room 
has windows, so if they see you, 
more guards are headed your way. 


, N i Ill | 
¢ | 
O... : | Taci 


i I Ii 


GENERAL DIS 


After dusting those stray guards, go 
back to the central room and ready 
your Soviet. Open the door and 
spray bullets until they've all 
dropped. Hit the button on either 
console closest the door you 
entered (there's a 
flashing red 
light on it, just 
in case you 
don't know 
which one). 
Press B to acti- 
vate it. Now 
run! The ^. 
doors are timed. 


=a 
PAIGH You pow’? 
NEED TO 
ENTER THE OENTER ROOM IF 
YOU HAVE THE KEYCARD Ae IT WILL OPEN 
THE SECURITY DOORS ON BOTH SIDES OF 
THE MAIN ROOM. 


To the right 
is a room 
filled with 
poisonous 
vats, passive 
scientists, 
.and a few 
guards. 
There's no reason to enter the 


$e lon room unless you still haven't found 
s Dr. Doak. Go ahead and collect 


‘some ammo and a few kills, and 
then come back to the main switch 
room. Hit the left activation button 
and go to the (C2) left. 


Upon entering the room you'll 
most likely be ambushed by a 
handful of soldiers that make per- 
fect cannon fodder for your KF7 
Soviet. Kill them off and follow the 
hallway up to the scientists' rooms. 
Kill off a few more soldiers, but 
watch out for the scientists. Many 
of them will flee once the shooting 


ARKANGELSK 4 


your v. lay- 


ing jüst as the 
alarm sounds, 
so switch to 


starts, putting 
them between 
you and the 
enemy soldiers. 
Follow the hall- 
way to the left. 
This will lead your Watch 

| youtoan . 3. Detonator, acti- 
impassable: do ( vate the 

your Door Dec A mines—which 

i will momentarily 

surprise 
your enemy, 
and make 
your exit. 


Security codo accepted - access granted. 


INVINCIBLE 
CHEAT 


Complete the mission in 2:05 on 
the 00 Agent difficulty to get the 
Invincible cheat. This is an 
extremely difficult cheat to get, 
but well worth it. 


VATS AS YOU 
90 < 


"e 
Start at the 


est to the 
stairs yo 
descended, and finish your route 

at the other side of the room (far- 


thest from the L 

stairs). On that pt A 
side is the (F) HE A 
door (or the yA á ( 
conveyor belt ce E 


for fans of the 
movie) you'll | 
use as your 


About 10 seconds after you enter | 
the room, overwhelming floods of 
military personnel enter and are | || || 


sure to kill T6 should finish 


S | 


M 


AR 


RIMARY OBJECTIVES 


. Find Plane Ignition Key (Agent, Secret Agent, 00 Agent) 


. Destroy Missile Battery (Secret Agent, 00 Agent) 


. Escape in Plane (Agent, Secret Agent, 00 Agent) 


. Destroy Heavy Gun Emplacements (00 Agent) 


mus M 


¿as GOLDENEYE 007. 


Weapons and j 


PP7 IM 
KF7 Soviet 
Timed Mines 
Detonator 
Grenades 
Klobb 
Ignition Key 


MISSION, AND THE iier 
IF YOU WANT TO KILL AND 
THAN YOU'RE REQUIRED, TE Mi 
OF ENEMIES READY FOR iliud 700. 


You start 
out in a 
corridor, 
where 
you'll 
find a 
large 
. crate of 
‘Grenades 
next to 

É 3 . you. Grab 
them and then dead toward the 
only room in the vicinity. Kill the 


knock him off 
acquire the all-importan lane 
Key, look to your left and enter the 
shed, snagging another crate of 
Grenades just outside the door. 
After entering, turn right and 
you'll find two guards waiting for 


“ I 


Mill | 


m t 1 Il KE 


your 
arrival. 
Kill them 
both (you 
may want 
to use 
one of 
those 
grenades) 
and pick 
up the (A) 
Plane Key resting on or under the 
table. Piece of cake! 


TEIN et 
IOU INTELIGEN Ut, 
TWO WAYS THROUGH Li 
THIS LEVELe ONE IS THE SUICIDAL 
CHARGE DOWN THE RUNWAY TO THE WAITING 
PLANE. THE OTHER IS TO HOP IN THE 
(B) TANK WAITING NEXT TO THE START 
ING BUILDING, THEN MAKING A SLIGHTLY 
LESS SUICIDAL CHARGE DOWN THE RUNWAYe 
IT’S POSSIBLE TO COMPLETE THE 
EASY AND - 
MEDIUM 
SETTINGS 
WITHOUT 
USING THE 
TANK, BUT 
m's gIGHLY B= 
UNLIKELY 
YOU'LL BE 
| ABLE TO 
DEFEAT THE 
.HARD SETTING 


«0° WITHOUT IT. 


nl 

HUON THH 

GEN hi la LÌ THE DIFFER= 
ENCE BETWEEN THE 

EASY AND MEDIUM DIFFICULTY LEVELS IS 

THAT THE ENEMIES ARE BETTER SHOTS, 

AND HAVE SNIPER RIFLES. THERE AREN’ T 

NECESSARILY MORE OF THEMe 


Whether you're on foot or in the 
Tank, guards will begin to flood the 
area as soon as you begin moving 
down the runway. Keep your speed 
up and don't stop for anything. 
Your first set of targets are the (C) 
Heavy Gun Emplacement on the 
left side and the (D) Missile Battery 
on the right. Keep to the left and 


ay plant a shell into the middle of the 


Heavy 
Gun, or 
adhere a 
timed 
mine to 
its surface 
if you're 
on foot. 
Don't stop 
| to admire 


work—quic y 
- the Mi 
the 
right. 
Blast it 


another 
timed 

mine at © 
its base. - 


THE TANK IS TRYING TO LINE UP | UR 
SHOTS. AIMING DIRECTLY AT THE: TARGET 
WHILE MOVING WILL RESULT INA MISSED 
SHOT. LINE YOUR CROSSHAIRS UP BEHIND 
THE TARGET TO ACCOUNT FOR THE Tank’ s 
MOMENTUM e 


If you're playing on an easier set- 
ting, you're finished. Park the Tank 
near the ( Plane (don't ram the 
Plane, or the mission is over) and 
quickly board it. Otherwise, you've 
still got some work ahead of you. 


CROSSFIRE 
WILL BEGIN 
GETTING 
THICK 
EERE, BUT 
THEY DON 7 
CALL YOU A 
SPY FOR 
NOTHING + 


| ARKANGELSK MÀ 


EFFICIENT; m. 


SHOULD BE, 700. || e 
FEEL FREE TO RUN OVER ANY SOLDIERS 
THAT GET IN YOUR WAY, BUT DON 7 RAM 
THE BARRELS ON EITHER SIDE OF THE 
RUNWAY. THE TANK WON'T PROTECT YOU 
FROM THE RESULTING EXPLOSION. 


Keep moving 
down the run- 
way and you'll 
find (F) two 
additional 
Heavy Gun 
Emplacements 
at the end of 
the runway. Take out either gun as 
you approach, then focus your 
attention on the other. Speed is 
essential at this point in the mis- 
sion. You'll be caught in the cross- 
fire and your health will suffer the 
consequences. 


With the last two guns destroyed, 
make your way back to the Plane 
and hop in. Hopping out of the 
tank will allow you to use the 
Plane for cover and make it easier 
for you to pick off any nearby sol- 
diers. Just as you reach your escape 
vehicle, you should see the mes- 
sage, “Mission C Completed." 
When you 
touch the 
Plane, you'll 
see a nice 
cut scene of 
Bond flying 


away. 


heat to get. This 
Donkey Kong-style 


body. It gi 
the AM 


RIMARY OBJECTIVES 


A. Power down Communications Dish (Agent, Secret 
Agent, 00 Agent) 


B. Obtain Safe Key (Secret Agent, 00 Agent) 


C. Steal Building Plans (Secret Agent, 00 Agent) 


D. Enter base via Ventilation Tower (Agent, Secret Agent, 
00 Agent) 


s> GOLDENEYE 007. 


TIPS 
Aim for the 
head. If you 


enemies’ he 


ammunition, 


A lot of the 
when you pi 
enemy. Cons 
arsenal, you | 
weapon than you t 


© Stray enemies abb this 
mission. Keep on the move 
stopping only when necessary. 
Be sure to use the Sniper Rifle 
and sight to find who's shooting 
at you. 


(» The Sniper Rifle is the best 
weapon for this mission. Use it 
a lot. 


Weapons and Devices . 


Silenced PP7  . * o£ 
KF7 Soviet è 
Sniper Rifle . - 
Klobb 

Grenade Launche 
Safe Key . 
Hut Key i 
Grenades 


COLD, VERY COLD, AM UP IN 
THE APPROPRIATE CLOTHING, ARMED BETTER 
THAN IN PREVIOUS MISSIONS. 


You start with a silenced PP7 and 
Sniper Rifle, but quickly you'll 
pick up a KF7 Soviet and 
Grenades. The path to take is pret- 
ty clear. You can use the main 
road, but cutting across the snow 


NW 
ll! | | 


y art I Surfac i 


” of the near- 


banks will 
save you 
time and 
help you 
avoid enemy 
patrols. 


CAMI, ose om 


SION, FEWER 
SOLDIERS ARE 
APTER YOU, BUT 
THEY RE BETTER 
WITH THEIR 
WEAPONS, WHICH 
MAKES ALL THE 
DIFFERENCE 


Follow the main path until you 
reach the two towers. At this 

point, cut across 
the snow banks 
sticking close to 
the tree line on 
the right until 
you reach the 
(A) House con- 
taining the Large 
Key anda 


-Grenade Launcher. Head back the 


way you came cutting 
to the right 


by tower. 
When you 
reach the 
top of the 
hill, you will 
see a couple 
of huts in the 
distance. 
Your goal is 
the (5) fur- 
thest hut 
which con- 
tains the 


Safe Key. 


api TELLE sco 200 i 


SEVERNA Z 


Now WILL BE 


WEIN. ue ES ta s inside and you'll 
SOME AMMUNI- find a room taining a,computer. 


TION. WHY NOT Flip the switch on the computer to 
OHDOR OUT DE power down the Dish. Objective 


W accomplished. 
ACROSS FROM 
THE ONE THAT 
CONTAINS TRE 


JE 
Meo TIAS eos a 


SHOOT THE Jo WHICH 


From your WILL SOUND THE ALARM AND BLOW YOUR 

current MISSION. 

position, 

head toward wv NICpATCH 

the GENERAL DIGPATUM ...... os 

Commu- te, o ge 

nications - DO HERE. FEEL FREE TO CHECK OUT THE 

Dish. Cut to. SURROUNDINGS BEFORE HEADING 70 THE 

the left and 3 : VENTILATION TOWER. 

you will see. |. two houses sur É 

rounded vi a chain-link fence. | Only one objec- 

: i tive left, and 
j Inside the | that's to get out 
nous on the of here E x 
d you will straight out of 


find the Safe 
containing the 
Bunker Plans. 


the doors and 
over the snow 
bank and you'll 


Now it's time to ym 

disable the DUE see the (E) 

Comm Dish. Ventilation Tower just to the left. 
; Climb the ladder on the backside 


and you will find a well-secured 


IDEA TO CONSTANTLY gach ot the 
CHECK YOUR ARSENAL, BECAUSE YOU MAY 
HAVE PICKED UP A BETTER WEAPON locks. When 
WITHOUT NOTICING the grating 
falls ,follow 


IT. 
it in and it's 
mission 


ore É 
A SRL your KE7 and put 


Head out of 
the fenced 
area and 
straight to the 
nearby Comm 


Dish. The 

building y! 
should be C Heer 
vacant, so on in 3:30 on the 


you should be 
able to make, 
good time. 


Secret A at fficulty to receive 

the Grenad Launcher cheat. Turn 

it on to Ku grenade launchers in 
r 


your invent 


PRIMARY OBJECTIVES 


A. Disrupt all Surveillance Equipment 
(Secret Agent, 00 Agent) 


. Copy the GoldenEye Key and leave original 
(Agent, Secret Agent, 00 Agent) 


¿e 


. Photograph Main Video Screen 
(Agent, Secret Agent, 00 Agent) 


rr 


4 


. Get personnel to activate Computer (00 Agent) 


ae Ek 


. Download data from Computer (00 Agent) 


G 


«e^ GOLDENCVE 007. 


Tec 
Y "A FT 


in 


TIPS 


Check your 
first. You ha 
Key Analyze 
This is new | 
before and 
ing your obj 
none of the 
which is a di 
you'll live. 


is 
e 


ehand, 
ne a you 
t mission 


Survey every roo 
and knock out a 
see. This will ma 
livable. 


e yo 


© Use the windows on doors to 
see what's in the rooms before 
you rush in to pelt everyone in 
sight. 


© Use your most silent weapon 
(PP7) in the first part of the mis- 
sion to avoid becoming the all 
too popular star of the show. 
Use your heavier weapons later, 
when there are scores of ene- 
mies all in one area. 


T 


Weapons and Devices 


Silenced PP7 


Computer Room 
Phantom 


e Part II Bunk 


GENERAL DISPATCH 


WU INTELLIGEMGE 


BASICALLY; 
YOU 'RE SURROUNDED FROM THE START 
BECAUSE YOU "RE IN THE ENEMY COMPOUND; 
SO YOU ONCE AGAIN MUST USE YOUR 
BRAINS + 


Take out the silenced PP7 and 
open the door in front of you. 
Quickly kill both guards. If you’re 
slow they'll sound the alarm. Once 
they’re dead, pick up their equip- 
ment, KF7 Soviets, and use the 
PP7 again to knock out the red 
alarm on the wall. 


THE EASIEST 

WAY TO ELIMINATE THE TWO GUARDS AND 
THE ALARM IS TO PUT A FEW BULLETS 
INTO THE COMPUTERS. THE EXPLOSION 
WILL KILL THE GUARDS AND TAKE OUT THE 
ALARM e 


AN 


SOMEONE GET TO AN ALARM OR LET A 
CAMERA SEE YOU. OTHERWISE YOU WILL BE 
SWARMED BY SOLDIERS WEARING BLACK BODY 
ARMOR. THEY ARE TOUGHER THAN OTHER 
SOLDIERSe IF GUARDS ARE ALERTED, THE 
MISSION IS A GOOD AS OVERe 


Turn around and head back to the 
room in which you started. There’s 
another door there, and behind it 
is a Generator and a (A) 


Surveillance Camera. One of your 
objectives is to knock out the 
Surveillance Equipment, so quickly 
open the door and blast it to 
pieces. You'll know you've suc- 
ceeded if the alarm does not go 
off. 


ABOUT FIVE SHOTS « Hin 


. AND SAVE THE OTHER POUR FOR AN 
È “UNLUCKY SOLDIERe .— a 


Retrace your steps to ibe first 
room you entered[md]the one with 
the computer equipment: Go to 
the door, and look through the 
window. You will see a another (B) 
Security Camera and a guard pass- 
ing by. 


Use your PP7 and sight to take out 
the camera or any passing guards. 
The quicker you take out the cam- 
era the better. 


mun Z: 
f 


t 


PROVIDE YOU WITH A SECURITY KEYCARDe 
Ir HE DOESN Tp ANOTHER GUARD IN THE 
VICINITY WILL. SUCH NICE Guys! Bur 
OF COURSE, YOU MUST KILL THEM TO 
ACQUIRE IT. 


To your left is a hallway that leads 
to a staircase. That staircase leads 
to the main room containing Boris, 
the key you need to copy, and a 
Map of the world, which you'll 
need to photograph. But you can't 
go in yet, there are simply too 
many armed men in it. Instead, 
take a right and go down the hall. 
Peek around the corner and 
destroy the (©) Surveillance 
Camera. There are three soldiers 
down the hall. However, you don’t 
need to 
bother 
with 
them. 
They are 
justa 
source of 
ammuni- 
tion. 


7 
HAVE TO ROUND A CORNER TO GE AT YOU. 
THIS MAKES THEM P ipe PRAC= 
TICEe DIERS, GUARDS, AND CON= 
[OUR WAY, AND THAT'S 


T THEM COME AND (COL 
Se You LL PICK UP A 
AND MORE GOOD 


Go to the set of 
the left. Peek Mi | 
and you will se t ar 
rounding a mainfr: 
take out one of 
window, then ba 
Fill the 


places around the room. Quickly 
eliminate them and then focus 
your attention on the raised area 
opposite the entrance. There’s a 
(D) sur- 
veil- 
lance 
camera 
here 
that 
needs to 
be elimi- 
nated. 


That 
should 
complete your Objective A. Now, 
as you can see in the main room, 


there’s a 
| TR giant (3 
M 
CC hap of 
LIKE THE PERFECT GRENADE SITUATION. world. 
In’s won. You NEED TO KEEP THE There 
MAINFRAME INTACT. YOU WILL NEED THE should 
MAINFRAME TO COMPLETE A LATER OBJEC= be no 
TIVE. one left 
With the mainframe room cleared, exce 


head to (he. large room-you passed 
up earlier. Remember that you're a 
spy—a reckless one who loves to 
blow things up—but still a spy. Act 
like one. Round the corner slowly 
with your silenced PP7 at the 
ready. A few b should be in 


Boris. Switch to your Mini Camera 
and take a shot of the Map. This 
completes Objective C. 


Turn around 180 degrees. There 
should be a lone Computer sitting 
against the wall. On it you'll find 


7 Y 
d zart IT bunker 


PHA PT 


the (F) Goldeneye Key. Grab it and 
use the Key Analyzer to make a 
copy, then use the Key Analyzer 
again to spit the Key onto the 
floor. 


mM 
TACT UN 
WHILE YOU'RE BUSY FIGHTING 
OR ACHIEVING OWE OF YOUR GOALS, 
BORIS MAY TRY TO ESCAPE» IF SO, 
CHASE HIM DOWN QUICKLY. IF HE REACH= 
ES THE EXIT, THERE'S NO GETTING HIM 
BACK o NÆR i 


où Take met 


i mainframe 
‘room. On the way there, be sure 
to equip the Data Thief to save a 
little time later. 


Once he’s got the mainframe run- 
ning, stand.next to it and use the 
Data Thief. You're in the money, 
honey. You've got company com- 
ing, so switch back to your big 
guns and head for the exit. The 
door opposite the entrance leads 
to the outside world, but it's heav- 
ily protected. A ton of black-clad 
soldiers should be pouring out of 
the hall by the time you reach it. 
These guys are tougher than nor- 
mal soldiers, so use your best 
weapons to clear the path. As 
soon as you get the chance, make 
a break for the exit. There will be 


guards standing near the exit door. 


Knock them out and get out the 
door fast. Good work, Bond. 


MI tl | | 


ijj | 


| | | emn 4 
A 
il A 


Programmer: Hmmh, the root password 
has been changed. 


e mission in 4:15 on 

E IOS to receive this 

ill make Bond tiny. It 
akes it so that you are 
entire time. 


> 


m. | 


| TEME 
dub: ou 


mi Ma 


LAUNCH 


RIMARY OBJECTIVES 

A. Photograph Satellite (Agent, Secret Agent, 00 Agent) 
. Obtain Telemetric Data (Secret Agent, 00 Agent) 
. Retrieve Satellite Circuitry (Secret Agent, 00 Agent) 


. Minimize Scientist Casualties (Agent, Secret Agent, 00 
Agent) 


. Plant Bombs in Fuel Rooms (00 Agent) 


[_____ 
m —— 


(^ GOLDENEYE 007. 


IN THE MEDIUM AND HARD DIFFICULTY 
LEVELS, THE WHOLE MISSION IS TIMED BY 
A CLOCK AT THE BOTTOM OF YOUR SCREEN e 


TIPS il 


© Occasionally, 


| | THIS MEANS THAT FOR THE MOST PART, 
pistol and sh t at y i YOU NEED TO BE MORE OF A MARINE, AND 
any mission Bs E ] LESS OF A SPYe IN OTHER WORDS, SHOOT 
make sure to keep the alive. A LOT AND BE QUICK ABOUT IT. 


Run away from any g 
ing scientist | 


opere Pur MUR E TT DU 75 


Step back a few fee 
will come to you a 
time. 


You "LL START 
WITH YOUR HANDY PP7s BUT 
TRUST ME$ HERE, YOU'LL FINALLY HAVE 
THE CHANCE TO GET THE LEAD OUT. 
SWITCH TO YOUR KF7 SOVIET SHORTLY 
AFTER THE BEGINNING OF THE MISSION, 
AND WITH THE 


When rounding co 
the R button, and 


right or left C button to lean EXCEP= ign 
out. This leaning technique is TION Silo infiltrated ©. automatically P^ 
incredibly valuabl oF en 
valuable. 
y TAKING 
© Even though this mission is an Nico 
all-out shooting spree, be sure AND 


PLANTING 
BOMBS y 
STAY 
WITH IT, 


to play smart. 


When you approach a large 
group of soldiers, use the KF7 
Soviet’s zoom lens. You will find 
that if you hit the enemies in 
the head every time, you will 
actually save time, Soe than ~ 


You appear in a base encompass- 
ing a giant Rocket (which, inciden- 


lose it. tally, is called a silo), and you'll 
: — spend all of your time running up 
This a race against stairs and through rooms full of 


ou only have  . Scientists collecting Circuitry, 
seconds for . Keycards, and weapons. The overall 
50 for 00 . Object is to get to the top before 
issi the place blows. 


UT. INTHALIGENGE _ 


Weapons and- 


DD44 : i EVERY ROOM, THERE IS 
Hand Grenades A GREEN CARD (IeEeg THE SATELLITE 
PP7 Silenced : CIRCUITRY y AND IMPORTANT TELEMETRIC 
Plastique DATA). You NEED TO OBTAIN EVERY ONE 
Camera OF THESE ITEMS. THE SATELLITE 

KF7 Soviet CIRCUITRY LIES AROUND ON TABLES AND 


COMPUTERS, AND IS PRETTY EASY TO 


mnm | E ÍA! SPOT, WHILE THE TELENETRIC CARD IS 
GENERAL Mo m mi EASY HARDER TO FIND. SECURITY CARDS ARE IN 


THE HANDS OF THE SCIENTISTS. IF YOU 


DIFFICULTY SETTING, THE AU ARE RUN AND SCARE THEM, THEY LL DROP THE 
EASIER TO KILL, AND CAN T AIM AS CARDS, BUT REMEMBER NOT TO SHOOT 
WELL. ALSO, THERE IS NO TIME LIMIT. THEM, OR YOU LL FAIL THE MISSION. 

m 
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The path to the first room is easy. 
There are only three men guarding 
the hall and a single soldier hiding 
inside. 
As you 
enter 
the 
room, go 
to the 
right and 
elimi- 
nate the 
lone 
guard. 


PICKED UP SOME AMMO, 


07:36:76 


Slap some Plastique on 
the wall right next to the warning 
signs. Run to the opposite side of 
the room and take the Keycard © 
from the scientist (or look for it on 
the floor if the scientist is gener. E 
Next to the scientist is a _ 5 


KEYCARDS ARE 
ALWAYS HELD 
BY SCIENTISTS. HOWEVER, YOU KNOW 
JUST HOW EASILY SCIENTISTS SPOOKe 
SHOULD THE KEY=BEARER MAKE A RUN FOR 


GENERALDISPAIEH 


IT, HE'LL DROP THE KEY ON THE 
GROUND. CHECK CAREFULLY AND QUICKLY 
FOR ANYTHING THAT LOOKS LIKE A LIT“ 
TLE, BLACK CHOCOLATE BAR ON THE 
GROUNDe YoU IL BE NOTIFIED ON THE 
BOTTOM OF THE SCREEN SHOULD YOU STUM= 
BLE UPON IT. 


` Kill the two guards outside the first 
room and switch to the KF7 if you 


EN | M mezza 4 


haven't NM done so. pigfatch- 
ing the guard | the next.room will 
alert several other guards to your 
presence. They'll conveniently pour 
through the next door, making 
them 
easy tar- 
gets. 


You'll 
see a few 
barrels at 
the end 
of the 
hallway. 
Several 
soldiers 
are waiting for you just around the 
corner. Instead of shooting them, 
lure them toward the barrels and 
shoot the two barrels. The guards 
will be taken out in the resulting 
explosion. Wait for the smoke to 
clear, then play a game of peek-a- 
boo with any remaining soldiers in 
the hall. About three more soldiers 
will be there to greet you, and a 
few more will join them if the 
racket is loud enough. 


WITH SOME 


a 
PRIORITY TRANS TEIL Yor ur um 


Kur YOUR 
OUNDS y 
FLYING 


ENEMY GRENADES + 
EARS OPEN FOR ANY CLINKING |; 
AND BE ON THE LOOKOUM FOR ”. 
OBJECTS. IF YOU SEE OR 
THESE SIGNS It's BES 


mp TELE 


THING TO DO HI 
LEAN AND TAKE THE 


| 


"RAF 
SOLDIERS OU N 
A TIME. 


s who will 
hide behind the door and to the 


C to lean so that you're looking 
down the left side of the split. 
You'll spy a dark-haired soldier 
hiding behind a crate. Use your 
sight to drill a hole through his 
head. 


— T V 


BS: (a:a 


right. Another will be in your sight AAA 
A A 


all! A green (B) Circuit Board rests 
on a computer just on the other 
side of the door, so grab it. Also be 
sure to grab the Keycard on the 
floor and plant the Plastique 
before you leave. 


tul 


THE TOP OF THE ROOM. KEEP AN EYE 
OUT FOR THEM. YOU NEED TO KEEP YOUR 
HEALTH UP FOR THE BARRAGE OF SOLDIERS 
NEAR THE ENDe 


Another split in the hall appears 
before you. Slide to the left side of 
the hallway and kill the guy on the 
right without stepping into the T 
section. Now press R and Right 


Y 


P 
Ili 
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ACTIONS MAY 
CAUSE A LARGE GROUP OF SOLDIERS TO 
SWARM THE HALLe IF SO, FALL BACK 
TO THE SECOND ROOM OR BEHIND THE 
CORNER, AND LET THEM COME TO YOU. 
Dow’? GET CAUGHT IN THE CROSSFIREe 


Now go to the right. Past the door 
and across the bridge, there will 
be a pack of soldiers. As you kill 
off the pack close to the door, 
more will appear at the far end 
of the hall. 


strafe from 

side to side and shoot the stuff- 
ing out of them. After that 
encounter, you'll encounter a 
similar corridor that leads up a 
short set of stairs and then leads 
to the third room. 


Silo 


UEN 


| of soldiers, but 
there may be one or two stragglers 
on occasion. o in and head pani 
to the j y 
scien- 
tist in 
the 
cor- 
ner. 
He'll 
hand 
over a 
«E 
DAT — x 
Card, ahida will E i À 
Objective B: Now turn around and 
go to the far side of the tall com- 
puter just next to the door 
Another scientist is there. Grab the 
Keycard from him and then pick 
up the Circuit Board on the com- 
puter. You will have met 
Objective C. 


1:40 on your clock. Three guards 
will stand in your way as you pass 
through a T-shaped split in the cor- 
ridor. Turn right, and prepare for 
battle! 


ll, 


After the 
bridge 
yow'll 
find sev- 
eral 
gunmen 
holding 
the 
adjoin- 
ing hall. Each of them are ducking 
and hiding behind metal crates. 
You should follow suit, duck down 
and wait until there is no gunfire, 
then shoot. 


, HIDING AND SHOOTING 
APPROACH ISN T WORKING FOR YOU, TRY 
PIOKING OFF THE THREE GUNMEN WITH A 
HAIL OF BULLETSe OPEN THE DOOR AND 
PICK OFF THE ONE CLOSEST TO YOU. 
THEN SWEEP ACROSS THE ROOM PAUSING 
ABOVE EACH CRATE» ¿4 ei 


| 


Kill the first gt e Jeft, and 
cha e. en duck 

D ) it; ag. ing,dnd do it 

et might start 
des. Also, keep the 
mind. After the bend 


‘on of soldiers waiting 
your KF7 loaded and 


Now, 
having 
passed 
this 
bar- 
rage of gun- 
men, you enter into 2 
fourth room. This or 
Satellite, and the blu 
ing marks it. Switch t 
Camera and take a 
place your Plastique. All objectives 
are met! Now to get out alive. Walk 
up the stairs and prepare for 
another battle. There are no less 
than a dozen men, plus Ourumov 
and his trusty brief 
' case. 


NT 
> 01:33:50 
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SEINE COMMUNIQUE oor < 


CUSTOMER ON THE HARDER 
LEVELS. ON EASY, JUST RUN TOWARD HIM 
AND HE LL TAKE OFF. ON HARDER LEV= 
ELS, PLAY A GAME OF PEEK=A=B00 WITH 
HIM FROM THE DOOR TO THE FOURTH ROOM. 
Just DON’T STAY IN THE OPEN FOR TOO 
LONG, OR OURUMOV WILL HAVE YOU FOR 
LUNCH. EVENTUALLY, HE LL RUN OFF, 
BUT NOT UNTIL HE'S CHEWED UP A BIT 
OF YOUR TIME, 


You're 
on a 
time 
limit, 
so 
rush 
him if 
you 
have 
lots of health. If you don’t, he will 
shoot at you and waste time. If you 
have lots of time and little health, 
fight him until he runs. But it’s not 
likely you'll have that luxury. 


TE 


HIM CAREFULLY y o SLOW DOWN 
BEFORE YOU TURN THE CORNER IN THE 
FINAL T=SHAPED HALLWAYe AT LEAST. 
THREE GUARDSMEN ARE THERE WAITING FOR 
YOU. 


At the end of the hall, you'll find 
several more soldiers. Strafe right 
and left to beat these last guys. 
Turn left and go out the door that 
leads to a bridge, and then another 
door. Be careful moving through 
the door. You may want to step in 
and then out to see who follows. 
When all is clear, enter it and run 


Silo 


like mad heading to the right. | || Fed 
You'll pass through a hallway with A | # 
an oval-shaped room at its end. | l 

There are guards in the remaining ||) K 


rooms, but you should be able to TURBOMODE CHEAT 
run through without being hit. Get 


to the Complete the mission on Agent 
elevator difficulty in under 3 minutes, and 
and get you will receive Turbo Mode. 


RIMARY OBJECTIVES 
A. Rescue hostages (Agent, Secret Agent, 00 Agent) 
B. Disarm Bridge Bomb (Secret Agent, 00 Agent) 


C. Disarm Engine Room Bomb (Secret Agent, 00 Agent) 


D. Plant Tracking Bug on Helicopter (Agent, Secret Agent, 
00 Agent) 


ci GOLDENEYE 007. 


GENERAL DIS PATCH =: == 


FRIGATE AND IS 
HOLDING THE CREW HOSTAGE IN VARIOUS 


mr Ps PARTS OF THE SHIP. TO MAKE MATTERS 
WORSE, THEY'VE PLANTED BOMBS IN THE 
; ENGINE ROOM AND THE BRIDGE. YOU WILL 
© There are approximately s ! FINALLY LEARN WHAT IT'S LIKE TO HAVE 


hostages across the € 
Fayette. Each one he 
as four gunmen c n 
only one of those g 
closest one, will | il 


A GREAT, QUIET GUN AND BE ABLE TO 
SHOOT LIKE A CRAZED PERSON. THE D5K 
IS SUPERB=A LOT LIKE THE SOVIET, BUT 
QUICKER AND SILENCED. THIS IS THE 
WEAPON OF CHOICE ACROSS THE WHOLE 
LEVELe AFTER THE HOSTAGES HAVE ALL 
ESCAPED, YOU CAN SWITCH TO HEAVIER 
FIREPOWERy LIKE THE PHANTOM=Y0U CAN 
SHOOT ONE FROM EACH ARM LATER IN THE 


soon as you enter 
hostage, take out 
assassin. 


MISSION + 


Try to systematically eliminate You 
your missions floor by floor. By besin D 
doing this you'll lessen the eo y 
chance of getting hopelessly ente Hna 
lost. the 

frigate 
© Don't forget to switch to your via a (^) 
bomb diffuser when you get up small 
close to the bombs. motor- 
; boat. 

Also, don't shoot it. Make 

; : your way 

Weapons ead Devises up to the Upper Deck via the adja- 
Bomb Defuser cent staircase. On the deck, head 
Tracking Bug left and go up the staircase you're 
D5K (silenced) already facing. Pick off the lone 
Aer guard, then enter the open door 
KF7 Soviet and clear the area of enemies. 


MS 


‘There are several hostages in the 
area, but now isn't the time to 
attempt a rescue. Be sure not to 
enter any of the areas where 
hostages are being 
kept. 


With 
the 
area 
rela- 
tively 
secure, 
head to 


T 
il 


I] 
| I | Ii 


the back 
of the 
boat. 
Plant 
the 
Tracker 
Bug on 
the (B) 
Pirate 


Tracker bug sue 


sed! 


Hostage relea 


Helicopter to achieve your first 
id Objective i 


CHECK AROUND FIRST TO MAKE SURE NO 
ONE WILL SHOOT YOU IN THE BACK. THEN 
SWITCH TO THE BOMB DIFFUSERe THE 
TRICK HERE IS TO STAY ABOUT FOUR FEET 
AWAY WHEN YOU PRESS THE Z TRIGGER. 
OTHERWISE, IF YOU GET TOO CLOSE— 
BOOM-END OF MISSION. 


: J Once 

drop on most êr your ope the 

you work your way dow: bomb is 
Engine Room. Stand j disabled, 
Engine Room door a crouch 
mad rush of guards when they down 
reach the top of the steps. You and look 

. must defeat.these guards before around. 
moving on, or they may disrupt To the 
you while you’re tying to diffuse left and 
the down, 
Engine you should be able to see a guard 
Room | holding a — hostage at gun point. 
bomb. Use your sight to peg him between 
When the eyes and to release the hostage. 
things Climb down the stairs and search 
quiet the Engine Room r. You may 
down, need to eliminat dditional 
take guards. | Dan BA 
out as 
any | | | 


remaining soldiers on or below the 

catwalk. The (C) Engine Room ill | | 
bomb is resting on top of the com- I | | 
puter at the end of the catwalk. | 

use your Bomb Der to take | kR 


care of it. 


í} 


| 
UU This time, take the path to your 
TRAMONI right and head up the 
PRIORITY TRANS el | she p 
| or iii At the 
QUICK. ONCE THE ASSASS NO | 
YOUR PRESENCE, THEY q sil top: 
HOSTAGEe IT ONLY TAK n | you'll 
ONDS, AND BOOM! I | | | find a 
room 
Take with a 
the large 
stairs supply 
on the of (G) 
oppo- ammunition. Take a moment to fill 
site your 
side of cache 
the before 
engine moving 
room on. 
up to the door above. Eliminate Follow. 
the guards in the hall and take the the hall 
right path. Behind the door are and 
two soldiers holding another (E) climb 
hostage at gun point. Throw open the stairs 
the door and quickly eliminate the at the 
gunman furthest from the door, end. Turn left at the top 
then take care of his partner. and you'll see an open door. 
Continue through the room and There's a (H) hostage in the room, 
follow the hall to another (F) and you'll need to act super fast to 
hostage. This time, you've got the save him. Step through the door 
perfect position on his captor. Peg and immediately strafe to the left. 
him in the back and heåd Put a few bullets into his captor 
back the and 
way then 
you go 
came. 4 


iI! 
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through the second door. There's 
another (1) hostage in this room, 

and you'll need to be just as fast. 
Fortunately it's an easier shot. 


MONTE CARLO 4 
y 


Kw 


Head back out the way you 
entered the first room and turn BM «lun son nons: m, 
right. Go out the door and cross to TI us, co sut > 
the next door. This leads to the NING AROUND THE ROOM» 

h tricky situa- 


When the room is secure, find the 
(|) bomb and use the Bomb 
Diffuser 
to neu- 
tralize 
it. 
Mission 
accom- 
plished, 
Mr. 
Bond. 
Head out 
the door 
and make your way back to the 
motor boat. This shouldn’t be 
tough if you’ve already killed 
everyone on the boat. 


Bridge bomb successfully defused. 


- RESTING ON ONE 
WRONG COMPUTER 
ore 


No RADAR 
MULTI CHEAT 


Complete the Frigate mission in 
4:30 in Secret Agent difficulty to 
get the cheat. This will get rid of 
the radar in multiplayer games. 


r? Y 
^ 
de 
Cu es 
«d 


RIMARY OBJECTIVES 


A. Disrupt all Surveillance Equipment (00 Agent) 


B. Break Communications Link to Bunker 
(Secret Agent, 00 Agent) 


. Disable Spetznatz Support Aircraft 
(Agent, Secret Agent, 00 Agent) 


. Gain entry to Bunker (Agent, Secret Agent, 00 Agent) 


i "IE 


c> GOLDENEYE 07. 
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TIPS 
Weapons and Devices 
This mission ^ 
stealth princi Silenced PP7 
thing to do is RD 
in Doom or Qu KF7 Sgyllêt 
kill oncoming Remote Mine 
> Communications Room Key 
as you see the 
ing. | — — TITTI VIVI 
Tu 111] nit DATON THIS AREA 
Keep moving: BENE a SHOULD BE 
one place fo FAMILIAR TO YOU, 
more soldie AS YOU WERE PREVIOUSLY PLANTED HERE IN 
MISSION 4 (SURFACE). You START OFF 
© In that same line o EQUIPPED WITH ONLY A SILENCED PP7 AND 
A TINED MINE THAT S IT, PALe 


you're overpower 
ply run away as fast as you can. 
You will usually be able to out- 
run the enemy. 


ACTUALLY THERE’ S NO NEED TO WORRYe 
As Soon AS YOU MAKE YOUR FIRST KILL 
You 'm BEGIN TO ENJOY THE BEAUTY or 
THE RAPID FIRE KL0BB, WHICH YOU E 


NEVER HAVE TO DEPART FROM, WITH THE 
EXCEPTION OF LAYING A BOMBe THE 
LOVELY KLOBB Mb WHAT A GUN! IT HOLDS 
ONE CLIP OF 20 BEFORE RELOADING IS 
NECESSARY, AND YOU CAN RUN AND SHOOT 
ALL MISSION LONGe 


© Stay away from the bunkers to 
the left and past the satellite. 
There is nothing you need there, 
and there are far too many 
men. You probably won't make 


it out alive. 
Take off to the left and take out 


the soldiers who approach you. 
They are all carrying Klobbs. Kill 
them and collect the bounty. Now 
instead of experimenting with dif- 
ferent 
bunkers 
or weird 
areas, 
just fol- 
low 
these 
simple 
steps. 
Cut 
across, 
the snow banks past the first two 
bunkers to an area with two 
bunkers and two towers. 


(^ Avoid the DDsbiftauon tower and 
the first two bunkers, there is 
nothing of value there. y 


Use the timed bomb. for dud 
pter only. Also, once 
off the bomb, either 


= (I 


i e. | - ¡8 fallos 


Go to the far (^) bunker and take 
out the Surveillance Camera out- 
side. A military commando with 
two fists of fire power comes to 
meet you when you open the door, 
but he's just no match for the 
invincible Klobb. Kill him and pick 
up the (à) Comms Room Key, 
which you'll need later. 


killing. 
Just 
shoot ; 
the borscht out of them all, and 
keep an eye out for a few stray 
Russians when 
you 
leave. 


WI 


o 


sum Z: 


Ir voy dg 


SINGLE RUSSIAN BUDDY JOIN YOU AS THE 
DOORS TO- THE BUILDING SWING OPEN. 


Run straight up the stairs, and at 
the second tier, locate and shoot 
the Surveillance Camera. 


SPECIAL COMME 


PAST, MORE THAN ONE 
PASS OF THAT CAMERA OVER YOUR BODY, 
AND THE ALARM WILL SOUND. BLAST IT TO 
SMITHEREENS 9 AND FAST. 


Now, run to the top of the stairs 
and head to the door at the very 
end. Open it and you'll see the 
Communications Computer 
Console. Blast it to shreds. Don't 
stop destroying it until it says 
*Objective Completed." Now get 
the heck out of there, A 


Mf 
ul 


G (i ui 


| el 


amaged. 


Communications link d 


T 
ULI] 
: [TO 
id a 

NL 
camera on the far side of the first 
hut. Go back to the main path and 
head left until you see two more 
huts in the distance. Go around the 
right of the two huts and take out 
the last (D) camera on the right 
hut. 


There are only two objectives left. 


PERI PANINI To meet them, you need to follow 
SPEGIAL TOMMIN rss cau this path: Go back to the main 


ERAS. DON'T ROTATE 
SO APPROACH THEM FROM BEHIND. IF A 
CAMERA SPOTS YOU AN ALARM WILL SOUND. . 
(AND YOU WILL BE RUSHED. 


road and head back to the Comm 


Dish. Go past the 

Comm Dish and instead of heading 
toward the Ventilation Shaft, go 
right. By taking a right, you'll run 
straight to the (E) Helicopter and 
the Bunker, hitting two birds with 


> INI 


f Su T | 
$ LET rt. I Surf face 


le.to Severnaya, comradé 


NM 


SEVERNAYA 


un 


RIMARY OBJECTIVES 
. Compare Staff/Casualty Lists (Secret Agent, 00 Agent) 
. Recover CCTV Tape (Agent, Secret Agent, 00 Agent) 
. Disable all Security Cameras (Secret Agent, 00 Agent) 
. Recover GoldenEye Ops Manual ( 00 Agent) 


. Escape with Natalya (Agent, Secret Agent, 00 Agent) 


ci» GOLDENEYE 007. 


always gets in) 
follow you eve: 
her die. 


Run, strafe, 
and you will 
These techni 
might have 
playing Doo ( 
excellent techniq 1es 
level. | 


Il 

On the secha pass a 
camera makes of you, an alarm 
will sound. Shoot these 
machines as soon as you see 
them. 


© Use your throwing knives to 
quietly pick off enemy soldiers 
at a distance. 


Weapons and Devices 


KF7 Soviet 

Throwing Knives 
Klobb (x2) 

Magnet Watch Attract 
Videotape 

PP7 (Silenced) (x2) 


You’RE PUT d 
YOUR WEAPONS AND 
REMOVED. THE FACT IS 
HARD! en 


YOU'RE STUCK IN A CELL, AND YOUR 
CELL MATE IS NATALYA, WHOM YOU VE 
MEET FOR THE FIRST TIME. APPROACH THE 
CELL CLOSEST TO HER AND YOU IL INITI- 
ATE A CONVERSATION. You DON'T HAVE 
TO TALK WITH HER IF YOU DON'T WANT 


TOe 


Check your devices. You have only 
one! But it's the perfect one—the 
Magnet Watch Attract. Toggle to it 
and approach the front of the cell. 
Across from you is a (^) key. All 
you need to do is press Z, and the 
key will fly into your hands. You 
can 
get 
out! 
Now 


to you and press B to unlock 
the jail cell door. 


OCA MEL: |... 


ine 
WILL BEND 


DOWN ON ONE KNEE TO SHOOT AT YOU; 

, 
AND SOMEHOW HE MISSES IF YOU RE RIGHT 
NEXT TO HIM—STUPID GUARD! 


When 
he 
stands 
up, 
give 
him a 
“judo 
chop 
or 
three, 
and he'll sink to the ground. Pick 
up his KF7 Soviet. Toggle to the 
Watch Attract Magnet again. Walk 
over to the circular caged platform 
at the end of the hallway, press Z, 
and a set of Throwing Knives will 
zip up into your hands— Yes! 


You could take Natalya with you, 
but it's best to leave her here for 
now. She'll only get in the way and 
you'll risk killing her. Go to the 
double door, look through the win- 
dows, and check for guards. After a 


few seconds, head through the 
doors and to the left. Put the guns 
away and go unarmed for now. 
There are a ton of guards roaming 
the complex, and a single shot 
could bring the whole place down 
on you. 


A | 


BY EVERY MINUTE, AND OCCASIONALLY, A 
SECOND ONE FOLLOWS THE FIRST BY ABOUT 
lO SECONDS. BE CAREFULe 


Take the hall to the right and stop 
at the next corner. Just ahead is . 
where most of the roaming patrols 
pass. Poke your head around the — 
corner just far : enough into th 
at the top of the stairs. When ac 
guard walks by, he'll spot you and 
immediately begin firing. Duck _ 
"back and wait. Don't worry. The 
S guards’ shots won't attract addi- - 


F of quick karate chops to 
the larynx. Repeat this until you've 
found the Keycard, which one of 
the 
Klobb- 
carrying 
guards 
has on 
his per- 
son. 


i| WHR Z 


With the ui cleared, mov 
the stairs anc _ the hall from 
which the guards were appearing. 
Be careful of any guards you may 
have missed. You'll find a room 
with two guards to the right. Open 
the door, then sprint back to the 
corner. Use the same technique on 
these two guards, then go back to 
the room they were protecting. On 
the table, you'll find 
the (B) 
Casualty 
List. 
Grab it, 
then 
head out 
and to 
the left. 


Follow 
the twist- 
ing hall to the right, but keep an 
eye out for any automated defens- 
es. There are (C) three guns in the 
hall, but all of them can be taken 
out from a distance with the KF7. 
With the roaming patrols eliminat- 
ed, there's no one to hear the 
noise. There are two soldiers at the 
end of the hall, but they won't bug 
you until you bug them. At the end 
of the hall, poke your head around 
the corner and get the attention of 
the guard in the distance. Let him 
come to you. Then.give]him a 
demon- 


Make your wa | dov 
check out the à 
guard was st 


ready to deal with a Mil 


by the gunfire. You should only 


rn 
ps 


have to deal with two or three 
guards. Enter the Mainframe Room 
(you should remember it from 
your first visit) and stop between 
the doors. Peek through the win- 


dow and you should see a 
guard. Pick him off. Then 
into 
the 
room 
and to 
the 
left. 
Here 
you'll 
find a 
(E) 


sec- 


lone 
charge 


ond Camera. Blow it up quickly, 


deceased 


B l 
art TI Bu 


and then check out the now 


nker 


Leave the 

Mainframe Room and enter the 
doors across the hall. The (G) 
Security Camera you destroyed 
during your first visit has been 
replaced. Take it out and then 
quickly do a 180. One or two 
guards will enter the room to 
check out the gunfire. Go through 
the second door in this room, and 
you'll be in the place from which 
you started during your first visit. 
It looks like the enemy is learning. 


- As you enter the room, look up 
' and you'll find a well-hidden (H) 
Camera high on the wall. It looks 


like they wanted to make sure no 
one sneaked in this way again. In 
the adjacent room you'll find the 
UD 

CCTV 


7 raos am ‘THE com. Tare 1 
INVENTORY + I "WONDER IF THAT 
WIDESCREEN em A 


Trace your steps back to the Prison 
Area. Check out the room next to 
the prison and put your guns away 
again. Inside are three men. Lure 
them out one ata time and dis- 
patch them all with a forceful 
blow. One of them is carrying a 
Safe Key, but it's a decoy. Don't 
spend hours looking for a second 
Safe that doesn't exist. Open the 
U) Safe in the room to find two 
silenced PP7s and the Goldeneye 
Ops 
Manual. 
Things 
are 
lookin’ 
up! 


OU WORDS, i, n 


GUNS IN THIS AREA 
WILL ALERT A HORDE OF GUARDS TO YOUR 
PRESENCEe KEEP IT QUIET FOR NOW. 


Head back to the area where you 
retrieved the CCTV Tape. Follow 
the hall away from the Control 
Room and stand at the top of the 
stairs. Eventually, a roaming guard 
will spot you and give chase. Pick 
him off with your « dua P7s, and 
you should get thé ier rd B. Slip 
down the stairs. 'S'a guard on 
both sides. Use'y sora 
knife or two ia take th m out, but 
don’t step|0 ti ntothe hall. There's 

ff to the left. Jump 
o it. 


The 


Keycard B will open the security 
doors to the warehouse. Go to the 
right and enter from there. 
Through the door's windows you 
should barely be able to make out 
a lone soldier. Pick him off and 
two of his comrades will come 
after you. After finishing them off, 
check each of the alcoves along 
the wall for additional guards. 
When the room is secured, check 
the position of the guard you 
picked off from outside: You'll find 
the (L) Staff List lying on the floor. 
You can also pick. up a large 
amount of KF7 ammo by 
destroying "| 

the E 


Y | 


d E Part LI Bh 


A 


mike 


that all 
the noise may attract a guard or 
two. 


Only 
one 
thing 
left to 
do. Go to 
the 
Control 
Room 
and let 
the guards have it. Use your PP7s if 
you have any ammo left, but don't 
be afraid to pull out the big guns. 
You've killed everyone else, so 
who's 
going 
to 
hear? 


Beware 
of the 
(M) 
Camera 
in the 
raised 
area 
across 

= — — from the 
entrance. It doesn't scan back and 
forth, but you'll need to take it 
out, just the same. 


Return 

| to the 

| prison 
and let. 


Natalyia 
out of 

| her cell. 
She’ll 

" accom- 

pany you back 


to the 

Control nn 
Room, Natalya: Golde, has activated the 
where 

she'll 
check 
one of 
the 
com- 7 
puters. 
This 
begins a timer, giving 

you short amount of time to reach 
the exit. Now that wasn't so bad, 
was it? 


i 


| OEVERNAYA 4 
| f 


Kw 


OFICIAL INTELLIGEMGE Yoo om um 


TIME BY DESTROYING THE COMPUTER 
NaTALYIA WILL CHECK BEFORE SHE GETS 
THERE» THIS WAY, SHE LL WALK UP TO 
IT AND THEN IMMEDIATELY HEAD FOR THE 
EXIT. THIS IS PARTICULARLY HELPFUL 
WHEN TRYING TO BEAT THE TARGET TIME. 


2x KNIFE CHEAT 


Complete the mission in 1:30 on 
the Agent difficulty to receive the 
Knife x2 cheat. This will allow you 
to use two throwing knives at a 
time. 


RIMARY OBJECTIVES 
A. Contact Valentine (Agent, Secret Agent, 00 Agent) 


B. Confront and unmask Janus 
(Agent, Secret Agent, 00 Agent) 


C. Locate Helicopter (Agent, Secret Agent, 00 Agent) 
D. Rescue Natalya (Agent, Secret Agent, 00 Agent) 


E. Find Flight Recorder (Agent, Secret Agent, 00 Agent) 


^^ GOLDENEYE 007. 


TIPS 


You can't meet 
you've spoken 
make the m 
the red she 


IS REALLY A 
STRAIGHTFORWARD ONE, OBSTRUCTED BY A 
BIZARRE, DALI=ESQUE SET OF STATUES 
THROUGHOUT THE PARK. THE MISSION 
OBJECTIVES IN THE DIFFICULTY LEVELS 
DON'T VARY AT ALL, WITH EXCEPTION TO 
JUST A FEW ITENS} IN HARDER DIPPICUL= 
TY SETTINGS, YOUR LIFE METER RUNS 
DOWN FASTER, AND LIKEWISE, BULLETS 
THAT HIT YOU DO MORE DAMAGE. 


away your gu 
distance from hi 
pletely para 

henchmen with 


The first step is to walk down into 
the park, and 
keep to your 


Keep your KF7 ha nd 
your meeting with Jz 
pick up and use the a 


gun. - left as much 
as possible. 
After meeting with Janus, you This will 
need to hurry to save Natalya. eventually 
Don't get lost, or you both will lead you to 
be toast. Valentin. 


© With so little time, approach the 
Helicopter from the right side. 
Natalya is lying on the right side 
in the hopes you'll rescue her. 


Walk down into 
the park, dust- 
ing about four 
military person- 
nel along the 
way and pick- 
ing up a trusty 
KF7 Soviet, as 


After you retrieve the Recorder, 
Natalya has been taken captive. 
Whatever you do, don't shoot 
anyone from this point on, or 


the mission is ruined. Like the well. Stay left 
meeting with Janus, put your and you'll pass by a Gold Star 
weapon oway and do what (remember this so that you can get 
dus C ci which is to pass back safely), and under two con- 
throu. structs that appear to be arches. 
Weapons and Devices Sa ra Sha come to a set of pillars 
|. and a group 
PP7 4 a. of red, 
KF7 Soviet 2 blocky let- 
Automatic Shotgun ters on your 
right that 
read PCCC. 
Keep going 
to the left. 


(P Part L Statue Pant 


A few soldiers will greet you and 
then, on your 
right, you'll 
see a red 
box-shaped 
trailer. Enter 
into it and 
you'll meet 
Valentin. 


He'll tell you 
about Janus, 

and how you 
need to meet 
him at Lenin’s 


Valentin: Janus will meet you by Lenin's 
statue. Beware him, he's a Lienz 
Cossack traitor. 


R. 
AVE 


sore RN E: PRU. 


LEAVE VALENTIN UNTIL YOU - 
SEE THAT YOUR FIRST OBJEOTIVE HAS BEEN © 
ACCOMPLISHED. LEAVING EARLY WILL CAUSE YOU 
TO FAIL ALL OF YOUR OBJEOTIVESe | 


GENERAL OA SPATOM a. 


So, HOW DO 
You GET TO 


; IENIN'S STATUR? FROM THE SHED, 
IT S EXTREMELY EASY TO GET LOST, SO 
WATCH FOR SIGN POSTS. LOOKING OUT OF 
THE SHED? THE FIRST SIGN IS A BRIGHT 
WHITE POST DIRECTLY AHEAD OF YOU, A 
Go TO IT, AND 


HAIR TO THE RIGHT» 
THEN PROCEED 
ALONG THE RED 
FENCE ON YOUR 
RIGHT HAND 
SIDE» 


All along 
this hike, 
yow'll 
encounter 
soldiers popping out at you. Even 
on the medium level, they're pret- 
ty bad shots, and they're certainly 
no match for a strafing, stealthy, 


| statue, and then 


AU | il ME” 4 


MJ nglish chap uf the 
name of Bon i do say, old Bond, 
kill those hapless 

yahoos, 
won't you? 


The next 
landmark 
will appear 
just to your 
left, and it's 
a shiny ham- 
mer and sickle. Now stay to your 
right, or you'll 
end up in a 
dead-end area 
with a tool shed 
that's sure to 
frustrate the 
heck out of you. 
Remember, 
keep along the 
red fence. Along the way, there's a 
nice piece of (5) Armor you may 
want. 


GENERAL DIS HM - 


OCIO IL UE 


NEED THE BODY ARMOR, BUT IT WILL HELP 
PROTECT YOU FROM JANUS AND HIS ARMY OF 
AUTOMATIC SHOTGUN TOTING COMMANDOS e 


GET THAT 
HANDY VEST OF oo 22 9 LOOK JUST 
PAST THE HAMMER AND. » AND AN ODDBALL 
GROUP OF SHAPES ABPEA dd OF YOU. 
ON THE LEFT IS "ES AWAY 
FROM wade Sexo IS ANOTHER GOLD= 
e You CAN SEE A HAR 
N THE HAND AND THE WALL 
LL WANT TO GO IN THERE 


th the way, the helicopter's 
ged to blow in 3 minutes. 
1 doubt she'll survive. 


Walk around 
the statue 
once and 
face the path 
you just tra- 
versed. 
Toggle 
through the 
weapon selection so that no 
weapons appear in your a 


Trevelyan: Bl 


: LI YOU'RE - 
_ HOLDING A, - 
WEAPON WHEN JANUS APPEARS, 
PUT IT AWÂYe 
FORCE, JANUS TO, 


oe 8 


OBJECTIVE 
ATTACK e 


your old secre 
believed to ha 


i! 


KA 


Ur 


a T, so if you've seen the movie, 
you'll remember a similar scene. 


Trevelyan will leave you with a 
message about Natalya: She's at 
the Helicopter, and you only have 
three minutes to get there! Now 
there are four henchmen with 
rifles surrounding you! Don't waste 
time with them. Run past them on 
the left side and get back to the 
Helicopter. You can pick them off 
and grab their guns if you wish; 
five-cartridge shotguns that pack a 
serious punch. 


GENERAL DISPATEN ce 


MUCH THE ONLY ^rn E 
YOU AND THE CoPTERe NO WORRIES 
THOUGH, BECAUSE YOU KNOW THE WAY 
BAOK—RIGHT? 


Weave through the constructs until 
you see the gold hammer and sick- 
le, and then direct yourself a touch 
to the left. 


Once you see the white pillar again 
(and this time, the red fence 
should be on your left), aim down 
the slope so that you can see the 
red shed in which you talked with 


- Valentin. Make sure that when you 


pass it, the red shed is on your 


' fight. Now, to retrace your steps, 
‘keep running until you see a block 


structure, which you'll go under. 


The next set of landmarks is a tall, 
white pillar on the left and a short, 
squat pillar on the right. 
Remember those red, 3D letters? 
They will show up just after those 
pillars. 


ian 1 I Statue Fath 


When you | SMS 0 
see a white | || rá 
hammer and | 
sickle appear 
on your left, 
turn slightly 
to the right, 


——À vipny THE RECORDER 
TUTTI 4 "Nisl IS BRIGHT 
IMG sic, 
APPEARS AT DIF= 
FERENT SPOTS ON THE PATH, DEPENDING 
ON WHAT DIFFICULTY LEVEL YOU ARE 


and a red PLAYING. THE EASIER THE LEVEL, THE 

x EH . 9 
star and a white shed are youi CLOSER IT ISe IN THE EASY MISSION» 
next landmarks. Ri etween THE RECORDER IS RESTING AT THE BOTTOM 


them, and then ui 
structs. At this po 
- path beneath 


ec 


veral con- OF THE HILL FROM THE HELICOPTER. 


IN MEDIUM AND HARD, IT'S FARTHER 
ALONG, AND MAY BE HIDING JUST BEHIND 
THE STRUCTURES. IF YOU GO TOO FAR, A 
MESSAGE WILL APPEAR HINTING THAT THE 
TAPE COULDN'T HAVE BEEN THROWN THAT 
FAR FROM THE HELICOPTERe IF THIS 
HAPPENS, RETRACE YOUR STEPS BACK UP 
THE HILL. 


Finally, 
when you 
hike back to 
get Natalya, 
she's been 
taken 
hostage yet 


TT [ERI Ser a AL choice is to follow the 


nm i m. M Russian's orders. Toggle your gun 


THAT GETTING HER AWAY FROM THE, ì 
HELICOPTER IS AN OBJECTIVE. RUN UP so that it's stowed, and walk 


TO AND SHE'LL BEGIN TALKING» As through the gate when they ask 
SOON AS YOU WALK NEAR HER, SHE WILL you to. That's the level end. 
STAND UP AND FOLLOW YOU. 


Mishkin; Perhaps you'd care to lead the 


erhi 
way to Military Intelligence HO. 
zu 


Natalya is lying on the g 
the right side of the Heli 
: you approach it. S 


M — ri 
= 


With the Helicopter to your left, 
run straight to the gates. She will Fast ANIMAT ION 


follow, and you can both watch the 
PA 
d. 
b esJin 5:15 on 


Helicopter explode. CHEAT 


You have Bond: | have to find the helicopter flight Complete t 

one more Sn fo ma di pre fi Secret A, fficujcy-tô get this 
task, and cheat. | 

that's to 


retrieve the 
(E) Flight 
Recorder. 


if || 
= ft 


leave Natalya at the gates as you | | | II) 
ill 
Ii 


retrace your steps.back along the | || 
path. d | | | 
NI 
| 


h. nm 


MILITARY! 
ARCHIVES 


PRIMARY OBJECTIVES 


A. Escape from the Interrogation Room 
(Agent, Secret Agent, 00 Agent) 


B. Find Natalya (Agent, Secret Agent, 00 Agent) 
C. Recover Helicopter Black Box (Secret Agent, 00 Agent) 


D. Escape with Natalya (Agent, Secret Agent, 00 Agent) 


E US TN SR 


(d^ GOLDENEYE 007. 
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MENS A mui 


TIPS 


4 


© 


After killing 
the Interrogat 
more than a 

and get out 


to speak. 


Don't forget to 
Armor after you 
escape. It'll hi 

handy. 


Stay on target. The 
really annoyingly tricky. You 
could be wandering around for 
hours if you get lost. 


Don't shoot Mishkin. When you 
see him initially, he looks like a 
Russian bad guy. He's not. 


Free Natalya first and then head 
over to Mishkin. If you do it the 
other way around, you'll die 
because too many. soldiers will 
follow.you. ^ 


Don’t stay in one place for too 
long. Once you've freed Natalya 
and made it out ot that room, 


this mission. [ 
Natalya and 
room, then you 
pace somewhat. — 


When entering the attic, wander 
around a little bit. If Natalya 
doesn’t arrive within about 10 
seconds, then she’s been re-cap- 
tured. 


Weapons and Devices 


PP7 

DD44 

Klobb 

KF7 Soviet 

Grenade 

Watch Magnet Attract 
Interrogation Room Key 
Flight Recorder 


(amp BIGGEST) DIFFERENCE BETWEEN THE 
MEDIUM AND HARD LEVELS IS THAT YOUR 
LIFE SPAN IS SHORTER AND THE ENEMY IS 
A BET= 
TER 
SHOT + 
THERE 
ARE NO 
NEW 
MISSION 
OBJEC= 
TIVES 
IN THE 
HARD 
LEVEL e 


ONCE 
AGAIN, YOU'RE IN A TIGHT SQUEEZE. A 
GUN AND A SINGLE ROUND OF ANNO REST 
ON A TABLE IN FRONT OF YOU. How ARE 
YOU GOING TO FIGHT OFF THE WHOLE MIL— 
ITARY BASE WITH THAT? HERE'S HOW: 


uS tempting as it may be, don't 

rab the PP7 or the ammo 

ying on the table. Instead, 
wh your way around to the 
first soldier empty handed. He 
won't react and neither will his 
partner. Use a karate chop to 
take out the first soldier, then 
immediately turn on the sec- 
ond soldier. You should be able 
to eliminate them both without 
being hit. The second soldier 
will drop a key to the door. 


| DIERS, THUGS, Kl 


Guard; So Mr. Bond, what do you know 
about the theft of the 
Goldeneye? 


œ a P 0 
WILL BRING A 


self. At the E. of the stairs, head 
forward and turn left at the T. 
Check the offices as you make 
your way down the hall. There's at 


least one soldier hiding in the hall. 


When you enter the next area, 
you'll find a guard on your right. 
Quickly eliminate him and scour 


an 


^ 


|| 
| || ST, PETERSBURG 
[| 


the area 
for other 
guards. 
Go 
through 
the dou- 
ble doors on the opposite side of 
the room, and you'll find yourself 
in the middle of a library. 


EL EEE a... 


HIDING BETWEEN 
THE STACKS AND WILL OCCASIONALLY PASS 
THROUGH ON PATROL ROUNDSe ELIMINATING 
THEM NOW WILL MAKE YOUR ESCAPE WITH 

NATALYA MUCH EASIERe 


When 
you're 
ready, 
bust 
into the 
(A) 
room 
con- 
taining 
Natalya. It's the only single 
door in the room;*nsìdê, Natalya is 


being held at gu int. This is a 
little different, Hostage cri- 
sis you thwarted earlier in the 


after pod ópen the 
fill run toward you. 
ound her and take 
barehanded, or 
quickly, or Natalya 
her own. 


FEUER DISPATCH 3 


NaTALYA IS LEAVING YOU 
IF SHE SAYS SHE S SCARED. IF THIS 
HAPPENS, LOOK “FOR HER IN THE SECOND 
INTERROGATION ROOM OR THE ATTIC. USE 
THE SECRET PASSAGE INTO THE INTERRO- 
GATION ROOM, AND YOU SHOULD BE ABLE 
TO FREE HER EASILY. KILL ANY NEARBY 
GUARDS QUICKLY, AND SHE LL CALM DOWN. 


Ar VH | 


Once 
Natalya is 

with you and calm, it's time to 
find Mishkin. Head out the double 
doors across from the room where 
Natalya was being kept. Take the 
stairs down, and then cross to the 
door that's caddie-corner to the 
stairs. Inside, take a right and then 
enter the first door on the left. 


Inside the next door you'll find |. 
Mishkin. 


SPECIAL COMMUNION, 


AN ENEMY SOLDIERe BE CAREFUL NOT TO 
SHOOT HIM. 


s was 
incident. 


s that Janu: 
ke Severnaya 


Yes, it prove 
BONE involved in 


Va, wa 
mia 21 

After a short 
conversation, he'll give you the 
Safe Key. The Helicopter's Black 


ST. PETERSBURG 4 


Get through the Archives on the 00 
Agent difficulty in 1:20 to get this 
cheat. With this cheat on, none of 
the other characters can tell where 
you are. 


is locked inside 
the Safe, an 
Ear iet 


enter another room with several 
large windows. Use a gun to break 
one out. dhen n jumpe to, p 


il li 


|| 


RIMARY OBJECTIVES 


A. Contact Valentin (Secret Agent, 00 Agent) 


B. Pursue Ourmurov and Natalya: 
(Agent, Secret Agent, 00 Agent) 


C. Minimize civilian casualties: 
(Agent, Secret Agent, 00 Agent) 


ci GOLDENEYE 007 


TIPS 


While in the 
switch from 
The tank ca 
needed. Use 
toggle weap 


© Try to take 
possible bef 
tank ride—y 
enough on t 
when under fi 


on the street. Those are land 
mines, and will cause excessive 
damage. Use the tank cannon to 
set these off from a good dis- 
tance away. 


© The tank head swivels left and 
right using the left and right C 
buttons, but it may be wise to 
keep the cannon pointed for- 
ward to keep things simple. 


© When talking with Valentin, 
have him turn his back to the 
door so that you can.see if any 
uppity soldiers enter the room. 
Don't forget, if Valentin dies, 
you get to start the mission all 
over soen É : 


Weapons and Devices 


Specialized PP7_ — 
KF7 Soviet — 
Tank 


MEDAL D SPAGN o... 1. 

GENER a D Tris 

DL II MAY BE THE 
MOST BIZARRE YET. IF YOU CHECK YOUR 

OBJECTIVES IN THE MEDIUM AND HARD 

LEVELS, YOU NEED TO CONTACT VALENTIN, 


BUT HOW ON EARTH COULD YOU CONTACT 
HIM IN THE TANK? 


From the alley, run forward and 
lean around the only corner that 
peaks outward. || 


S bI 


e Part III St il et T 


Kill the three soldiers coming your 
way. Don't get hit—these guys 
aren't that good, and strafing will 
keep them from hitting you. Pick 
up the KF7 Soviet and switch to it. 
Head toward the (A) Tank, and to 
the left of the jeep, a guard will be 
taking shots at you. Kill him and 
then turn around. In the corner is 
another guard. Kill him. A third 
and final soldier will attack from 
behind a gate. Kill him! 


jump in the 
Tank and head 
out of the gate. 
Take the second 
left and park the 
tank. Run into 
the alley, taking 
out any soldiers 
that get in your way. There are two 
soldiers camped out in a house on 
the right. Eliminate them and 
jump in the window. Inside, you'll 
find some (B) Body Armor and a 
Grenade Launcher. 


THERE'S NO NEED TO Mig vit 
VALENTIN, SO CONTINUE ON IN THE TANK 
UNLESS YOU WANT THE BODY ARMOR. 


Jump back out into the alley and 
continue on. Halfway down is a red 
building on the right. You can see 
that there's a door that's clearly 
meant for you to enter. Go in and 

take a left. You will 
see (C) Valentin 
in a small room 
there. This is 
the same help- 
ful guy who 
helped you in 
the park. 


Valentin will extend the amount of 
time you have to rescue Natalya, 
but only if you listen to him. 


- IN. INTRLLIGENGE unte ,50 

DEFI all THAT YOU'RE 
FACING THE 

DOOR» WHY? BECAUSE IF YOU VE MISSED 

A SOLDIER OR A STRAY ONE APPEARS AT 
THE DOOR, YOU LL BE THERE TO KILL 

HIM. BY DOING SO, YOU'LL KEEP YOUR 


GOOD CONTACT ALIVEe 


Valentin: ieee is business, Mr. Bond. 


After Valentin 
talks to you, 
head back to the 
Tank. Run ahead 
of Valentin | 

| because you'll 
need all the time 
you can get. Get in the Tank as | 
soon as possible. A message will 


see my comy 
ph LA ¡o my competitors 


flash on the screen telling you that. 


Valentin has contacted his ‘friends, 

. and you will receive double the 
time you started off with[md]five - 
minutes. 


WATCH OUT FOR CIVIL= 
IANS ALONG THE WAYe YOU. WILL PROBABLY 
TAKE A COUPLE OUT WITH THE TANK, BUT 
TRY TO LIMIT THE NUMBER. ONÉ OF THE 

OBJECTIVES IS TO LIMIT CIVILIAN CASU= 
ALTIES 


Head straight 
out and 
around the 
corner to 
the left until 
you reach 
three cars 
blocking the 
way. Take them out with your 
Tank and continue on around 
the corner to the right. At the 
next intersection, go straight 
and follow the road to the 
right. You'll run over several 
green-coated fellows. 


IS 


T00 CLOSE TO THE CARS AND 
MINES WHEN YOU f out. You 
CAN TAKE DAMAGE p EXPLOSION + 
WAIT UNTIL THE EXPL CLEARS BEFORE 


MOVING ON. 


DL 


st. verensaung Z 


At the next 
intersection, 
take a left and 
blow up a few 
cars along the 
way. 


Follow around 
to the left until 
you reach the 
Land Mines. 
Take these out 
from a distance 
with a couple 
rockets. At the 
next intersection, take a left, and 
follow the road around. 


You'll see sev- 
eral troops 
shooting at you. 
Run them over 
and turn left at 
the intersection. 
You'll know 


when you 
have arrived 
at the end 
when you 
find two cars 
parked in 
front of an 


opening to the 
“street. In other 
ords, the 
reet just ends. 


| CHEAT 
Ion in 1:45 on 
fficulty to receive the 
cheat. This will give 
| rocket launcher! 

| 


| 


RN 


RIMARY OBJECTIVES 
A. Destroy Illegal Arms Cache (00 Agent) 
B. Destroy Computer Network (Secret Agent, 00 Agent) 
C. Obtain Safe Key (Secret Agent, 00 Agent) 
D 


. Recover Helicopter Blue Prints 
(Secret Agent, 00 Agent) 


. Locate Trevelyan's Train 
(Agent, Secret Agent, 00 Agent) 


T md 
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to hide. 


two of them 
area from whi 


Constantly re 
full combat. Whe: 
enough of them, : 3 y 
around with two. 


Don't lose patience. Strafe a lot 
and hide behind crates. Let the 
enemies come to attack you 
while you're in a perfect posi- 
tion to kill them. 


Don't forget to shoot the big 
Computer Screen in the 
Computer Control Room. By 
shooting that and the two 
Mainframes, you'll meet your 
Objective. It's not necessary to 
shoot the small monitórs. 


Play a little. trick on the 
machine gun. You’re fast and 
it’s slo afe to the right and 
i . Then quickly- 


Use your sig] 
button). 


Weapons and Device 


BR 

D5K Duetsche 
Safe Key 
Blueprints 
Rocket Launcher 
Proximity Mines 
KF7 (no ammo) 


Q KI! 


iI 


|| t IV Dep 


eft. “a stillbea 


Ir’ S NIGHT, 
YoU ONLY 


TENERO DISPATCH HAVE a PP7, 


AND YOU "RE ONCE 
AGAIN SURROUNDED BY ENEMIES WITH MUCH 
BIGGER GUNSe Looks LIKE A STROLL IN 
THE PARKe 


The first goal is to get bigger 
weapons, and that’s easy. Turn 
right, and past the second rectan- 
gular crate on the left, a guard will 
die to give you his. In other words, 
kill him. Next, you should head for 
the Illegal Arms Cache. 


THIS VERY DARK MISSION, AND YOU 
SHOULD HAVE FUN. IT'S REALLY A GOOD ONES ` 
ESPECIALLY BECAUSE YOU GET HOLD OF A DOU— 
BLE D5K DUETSCHe 


STEALTH MIXES 
WITH MARINE © 


Now back up a few steps after the 
first kill. Strafe righi and start | 
running. 
Skim 
the left- 
hand 
wall 
until you 
reach a 

fence. 

Open it 

and go 

s through. 
Take an immediate right, and stay 

close to that wall, so as not to be 


seen. 


Your first 
target is 
inside 
the (A) 
second 
ware- 
house. 


Open the 
garage 
door and 
close it behind you to keep 
unwanted visitors off your tail. 


Sneak around the right side, and 
you should be able to pick off two 
of the three guards. Quickly search 
for the 
third, but 
be care- 
ful not to 
hit any 
of the 
wooden 
. boxes 
| just yet. 
With the 
: T guards 
dead, collect the green box con- 
taining Proximity Mines, and then 
the Rocket Launcher and E 


pa's ena» me 
| KP7. Nome or 

EL M IN ES 

ROOM y. mars ‘THOSE OARRIED BY 
ARDS» ARE LOADED. GRABBING THEM WILL © 


SIMPLY CLUTTER YOUR INVENTORE vm USELESS 
HARDWARE è. >; 


Stand on 
the cat- 
walk and 
shoot 
the 
wooden 
boxes. 
This 
should 
cause a rather large 
chain reaction that destroys all the 
remaining boxes. So much for the 
enemy’s offensive power! 


This is the hard part— getting out. 
Several soldiers will have collected 
outside the warehouse and all of 
them have their guns trained on 
you. Stand against the wall and 
open the door. Immediately begin 
picking off the closest soldiers and 
move back into the warehouse. Use 
the crates for cover as you pick off. 
any soldiers yo see. You may 
have to do this l times before 
“you can leave safely. 


EE TA 


TO A WAREHOUSE THAT HIS HANDS, 

GUN AND FEET WILL STICK THROUGH THE 

WALL. TAKE ADVANTAGE OF THIS AND PUT 
A BULLET IN HIS EXPOSED SKIN. 


Once 
you're 
able to 
squeeze 
out of 
the 
ware- 
house 
follow 
the road 
all the way to the left. At 

the end of the path is another (B) 
warehouse with a garage door. It 
has a weird Russian sign that reads 
“BXOII” on it. This marks the 
Computer Control Room. Go to the 
far left side of the garage door, 
angling your Pan: ani open 


it. A guard on the right will take a 
few seconds ate op but by 


Dot fr frenzy begin. 
Back up 
from the 
door to 
the wall 
behind 
you. 


A large 
crate on 
your 


right will prote i 
that will run ove 
the racket. The g 
side of the garag 
onds after. Shogi 


I 
three to four othe 


out to see what's 


TEGN IEEE | 


DIERS APP 
THE PATH THAT LED UP TO 
HOUSEe IN FACT, COUCH Y 
THE CREVICE BETWEEN THE W 
BACK AND THE CRATE, WHICH 
PERFECT LINE ON BOTH THE GARAGE DOOR 
AND NEWCOMERS TO THE PARTY» YOU CAN 
STRAFE LEFT AND RIGHT TO SEE ANYONE 
WHO'S COMING FROM HERE. 


When all is quiet, try 
entering 
the 
room 
again. 


Wait for 
‘the ” 
garage 
door to 
me so 


AUTOMATIC 
MACHINE GUN GET A BEAD ON YOUe IT 
SHOOTS NON=STOP AND WILL KILL YOU 
WITHIN SECONDS. 


Once the soldiers all seem dead, 
peek around the right side of the 
crates so you can see the edge of 
one of the two mainframes. Throw 
"ues Mine onto the main- 


DH 


rt IV Depo | 


Il | 


frame and then put a bullet in the 
Mine. The resulting 
explo- 
sion 
should 
take out 
both 
main- 
frames 
anda 
hidden 
soldier. 
Now fig- 
ure out where the Auto Machine 
Gun is and stand just out of its 
range. 
You 
won't 
be 
able 
to see 
it, but 
it 
won't 
be 
able 
to see 
you, either. Whip out your Rocket 
Launcher and aim at the wall near 
the AMG. The rocket’s explosion 
should be more than enough to 
destroy the AMG. 


Once 
that big 
gun is 
down, 
the far 
table on 
the left 
should 
have a 
Safe Key 
on it. Grab it, and then blow away 
the Big Screen as well. Two more 
objectives accomplished. Now all 
you have to do is escape this blast- 
ed room. Repeat the escape proce- 
dure you used for the first ware- 
house. 


Now, leave the warehouse and run 
back to the opposite side end past 


WI 


i| | | ST. PETERSBURG u 


what was 
the 
Illegal 


down 

Arms - the 
Cache. Stairs 
Keep and take 
going out the 
until you lone 
reach an guard. 

Quickly 

exit, as 

the 


enemy may be 
hot 
on 
your 
tail. | 


The STU | WM 
Train si. 


is 
right vias 
in 
front 
of you. 
To open it, go to the yellow vertical 
stripes and press B. Be ready! 
There are two guards on 
board, and you 
really don't 
want to die so 
close to com- 
pleting the mis- 
sion. Hop on 


ea and 
the y 

ramp connected to’ furthest: build- 
ing. There will be a a syay sol- 
diers shootin 


stay lean, board and the 
= e mission is 
and run accomplished. 
Find the ? A , 
mm DON T HAVE 


TO KILL THE 


staircase 
in the iue 
building and STEPPING INT CARI ILL THE MISSION 
ascend it. Then curve around El. DN AF EE 
the inside until you find the room 
with the (C) Safe in it. There is TIMATION 


generally no one near you, so you 
have enough time to open it. 
Inside, you'll find the Blueprints. 


ission in medium 
0, and all enemies 
¡slow motion. You will 
ormal speed. 


Look for the door on this floor. It l ||| dr 
leads to an efn arehouse 
that's next to ( us' Train. Run 


AM | 


RIMARY OBJECTIVES 

A. Destroy Brake Units (Agent, Secret Agent, 00 Agent) 
B. Rescue Natalya (Agent, Secret Agent, 00 Agent) 

C. Locate Janus' Secret Base (Secret Agent, 00 Agent) 


D. Escape to safety (Agent, Secret Agent, 00 Agent) 
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(^ GOLDENEYE 007. 
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TIPS 


© Strafe, shoo 
shoot, and 
as seen before, 
charm 


© Let the ene 
Most will in 
the game. C 
before goin: 
another trai 


cators that there are 
inside: 


© After shooting Natalya's captor, 
turn around and shoot the crud 
out of the hatch. Use your Laser 
Watch and see how easy the 
strips come off. 


© Don't forget the guards on your 
left at the end of the journey. If 
you're not careful, they'll kill 
you and Natalya. i 


Weapons and Devices 


PP7 : 
D5K S ^" 


CHARGING GUNMAN. Ho 
THIS LEVEL, THERE 
WEAPONS, AND BUOKET—LOADS OF AMAZING 
SHOOTING ACTION e 


In the first train car, there are two 
parts. You start off with a PP7. 
Leaning around the first set of 
crates, use your sight to knock off 
the guy on the far right. Then 


< iI! 


at 


d Pra rt Vt Train | 


press against the right wall and 
shoot around the boxes to kill the 

guy on the far left. After 
that, 
reload 
and 
stand 
straight 
out 
there 
and fire 
away. 
This first 
car is 
easy. Collect all of the ammo, and 
you're now loaded with the D5K 
Duetsch. It should be familiar to 
you, since you used it in the last 
level. Before you leave the car, 
knock out the (A) Brake System to 
the 
right 
of the 
door. 
It's 
got 
yellow 
and 
red 
pipes, 
a gray 
control box, and it's about 8 inches 
off the ground. 


pium... _ 


DOORe A SOLDIER WILL SOMETIMES BARGE 
THROUGH AS YOU APPROACHe 


are several gun- 
men hiding behind crates. Start by 
standing on the right side of the 
doorway. Open both doors, then 


drop back and to the right. You'll 
be able to pick off one gunman at 


DM C TA 


a time by - 

using the = baa T 
door CRATES THAT BEGIN TO 
frame as GET DARK IN COLOR, BECAUSE THEY ARE 


protec- ABOUT TO BELOW 
tion. 
The third car is a passenger car, 
and as soon as you open the door, 
enemies will 
come 
running. 
Stay 
near the 
door and 
pick 
them off 
as they 
come to 
you. 


A few may hang back. Lean to the 
right and use your sight. There are 
two doors in front of you. The one 
to the left is a bathroom[md]each 
car has one like this. 


it's unpredictable at best. 


your head around the metal crate Walk down the hall backwards past 


about three doors. This will cause 
the man in the bathroom to come 


pa out. Run back toward him and gun 
sol- him down before he can get his 
diers belt buckled. You don't need to 
off check the passenger areas in this 
one car. Run to the front and blow up 
ata the (^) Brake Box. i 
n 4 = * $ 
"ge : EY The fourth car is fun. Soldiers will 
prob- enter the third ¢ t after you 
lem. Destroy the (^) Brake peel ria a | E J a 
Box as you near the door, and keep P All l li (sa An thîou h 
your eye on that door. You've got iil il gem, Step he de 
more = d 
od amd TE Kerna 
conting. yourself 
so that 
you can 
easily 
pick off 
the rest 


with the 


sight. The (A) Bs al ie 
car is just to the | ef 
point. Open the bathroc 
step inside for a good, safe s 
the Brake Box. || 


Approaching the next door will 

mi Cause sev- 
eral more 
guards to 
rush you. 


Sapi COMMUN 


SET UP AN AMBUSH, BUT 
READY FOR THEM. As YOU R ur 
HALL, COUNT THE DOORS PA 
OPEN THE (B) ii 
DUCK INSIDE. FACE 
OFF THE THREE PURSUING |j: 


your new toys. The 
next room may also have a 


n 
A 
FoRTUNATELY, YOU "ve JUST AVOIDED 


BEING 
SUR= 
ROUND= 
ED» 
BUT 
THERE'S 
STILL 
ONE GUY 
PRO= 
ii quickly check the next corner. 
ST Eliminate the guard if there is one, : 
EXIT. then turn and face the way you 
came. Remember those doors that 
Reload wouldn’t 
before 
enter- — 
ing the 
next 
car. 
You 
may 
find 
one or 
two as they round the cor- 
soldiers hiding E thet next ner. Take out the (A) Brake Box in 
door, and they're not playing the corner, then reload. 
around. Eliminate the guys in the 
first room and be sure to pick up As you open the door to the next 
their guns (there may not be any- car, aim 
one in the room, but be ready just slightly 
in case). Switch guns so that you're to the 
carrying two 9mm ZMGs. Now right. 
you're playing with power! You'll be 
able to 
a Il easily 
E | pick off 
the 


PS | Mi 
(part Y train, 


guard 
inside. 
Stick 
yourself 
against 
the left 
wall and 
shoot 
the final 
(^j Brake 

- si |» Box. The 
train should begin to stop, and two 
guards should rush you from the 
left. Pick them off and be sure to 
grab the Door Key they drop. 

TOR THIS CAR 


ISS 


STAY JUST INSIDE THE ENTRY DOOR, 
NEAR THE BRAKE CONTROL, AND WAIT FOR THE 
ENEMY TO APPROACH YOU. ONCE YOU BLOW TRE 
Box, OBJECTIVE A IS MET. 


AAAAAU 
WED 


AAA AAA 
NY 


THE BES? TIP 


Walk to the — next door, switch 
to the PP7, and focus your sight on 
the door. Sliding the door open 
reveals Natalya with a gun pointed 
at her head. You'll recognize the 
three holding her as Trevelyan, 
Xenia, and Ourumov. Immediatly 
line your sight up with (| 
Ourumov's head and take him out 
before he can put a bullet in 
Natalya. Automatic doors will trap 
you and Natalya. Behind you and 
to the right is a (E) white hatch 
bolted to 
the floor. 


Trevelyan: James, what an unpleasant 
Surprise. Do come in. 


Toggle to 
your 
Laser 
Watch 
and melt 
each gray 
strip off 
one-by- 

; one. 
Meanwhile, Natalya tries to locate 
Janus’ base an ecipher Boris's 
password. Ther timer (of 1 
minute), and you must beat it by 


M 


HE 
| 
t 


"I 


at least well econds. Use short, 

controlled bursts and yoür sight to 

make escape easier. Once Natalya 
has Boris' password 


ll 
| | fi 
| O sum Z 


(if that's 
Trevelyan: ‘Good luck with the floor, PRE of 
lames. j your 

objec- 
tives), 
slide 
through 
the floor 
and look 
left. 

Three 

sol- 

diers 

will 

be 

shoot- 

ing at 

you. 

Take 2 laz 00:16:85 

them SEE 

down 


and beware of goofy Natalya, who 
might get in your way again. When 
most are dead, turn around and 
head toward the front of the train. 
You'll then 


I EE 


mission in hard in 
hi and you'll get the 
| ris gun automatically 
e head, allowing you to 
mies with one shot. 


| PRIMARY OBJECTIVES | 
A. Destroy Drone Guns (Agent, Secret Agent, 00 Agent) 


B. Eliminate Xenia (Agent, Secret Agent, 00 Agent) 


C. Blow up Ammo Dump (Secret Agent, 00 Agent) 


D. Escort Natalya to Janus' Base 
(Agent, Secret Agent, 00 Agent) 


‘> GOLDENEYE 007. 


TIPS 


Once you've g 
automatic ri 
trolled burs 


This is guer 
move from 


short bursts. One ( 
bursts should take ea 
To beat Xenia, stay on your side 
of the bridge and zoom in with 
your Lens. As soon as she's in 
sight, shoot like mad and then 
move back when she hits the 
middle of the bridge. She carries 
grenades, so strafe like crazy 
and keep shooting. 


Even if your Rifle is out of 
ammo, use it to check ahead of 
you, and then switch weapons 
when you're ready. 


If you run out of ammo halfway 
through the cave, take the right 
path instead of taking the lad- 
der path. Kill the four guys hid- 
ing behind crates with a Pistol 


or a Remote Mine, and then col- 
lect their WERDE 


At the end, you must aX 

attack. If you wait, the Buys" you 
kill will be replaced. Shoot three 
or four Grenades and then move 
in with the Rifle. 


Natalya is actually quite good. 
She saves your rump a few 
times. Keep her alive (you can 
actually shoot her a few times 
and she won't die). Listen to 
what she says—she's funny. 


hu 


art I Jungle 


Weapons and Devices 


US AR33 Assault rifle 
RC-P90 

Grenade Launcher 
PP7 

Remote Mine 
Grenade 


ATTE 

MERA y SPATGH In THIS 

tio NE 

YOU RE PLAYING GUERRIL= 

LA WARFARE WITH HIDING ENEMIES AND 
AUTOMATIC MACHINE GUN TURRETS e You Re 
A SPY, BUT A BALL=BUSTING GUERRILLA 
SPYe 


Start by moving just into the jungle 
landscape, say about seven steps. A 
handful of military men come at 
you with US AR33 Assault Rifles in 
hand. Kill the first one and pick up 
his rifle. Kill the others who run 
toward you. Use trees as hiding 
spots, and progress through the 
mission, constantly looking for 
new trees to hide behind. Within 
no more than a minute, you’ll 
encounter the (5) first automatic 
turret. 


“WH. IE a 


A TREE, AND USE THE 


s LEANING APPROACH. THE TURRETS ARE NOT 


"THAT SMART, NOTICING ONLY MAJOR MOVE= 
THEN 


 MENTS. LEAN OUT AND SHOOT IT. 
HIDE 
AND TRY 


FROM 


After the first automatic 

weapon is destroyed, go to the far- 
left jungle wall and pick up (A) 
Body Armor near a fern and a few 
trees. 


Progress through the jungle hiding 
and searching. Occasionally, use 
your Scope to check out the 


TEA 
f 


oncoming area. Two more ~) tur- & 

rets will be in your way. There is After 

(^) Body Armor on the right of the killing 
second one, and to the left of the several 
third one. The third one won't be soldiers 
available on the hardest setting, and 

but the other two will. Each is very destroy- 
close to the jungle wall. Make sure sg 


to avoid being shot very much up 
to this point. Of course, try not to 
get shot at all. The point is that. 
there are more enemies with big- 
ger 
explo- 
sives 
later 
on, 
and 
you'll 
„need 
? to 
“save 
‘your 
health for that time. 


you'll come to a (C) hanging 
bridge. Before crossing, take a 
moment to place a Remote Mine 
on the inside of the bridge sup- 
ports. Run about halfway across it 
until Xenia speaks, and then move 


ANS 


CLICHE LIKE; 
"IRIS TIME THE PLEASURE WILL 
BE ALL MINE, AND THEN SHE LL SHOOT 
AND ROLL A LOT IN THE EASY MODE. IN 
MEDIUM AND HARD, SHE WILL THROW 
GRENADES AND SHOOT YQU/-WITH! BEADLY 


E eese Be dene 


DIERS AND TURRETS CAN ut dem! help shorten 
BE HARD TO SPOT IN THE JUNGLE MIST. un ediately strafe 
IN FACT, YOU MAY NOT SEE THEM UNTIL tree you chose as a hid- 
e e ma ig | Spies on 
MA >” ums 
ENEMIES. YOU MAY EVEN WANT TO LET dn making Le 
NATALYA GET A LITTLE AHEAD OF YOU. ew rounds into 
SHE LL TAKE OUT ENEMY SOLDIERS IN A nue shooting and 
SINGLE SHOT, AND THE “TURRETS WON T will actually help 
e not to leave her all 


TARGET HERe Fi L | 1 1 e 
1 o Il be shot. Finally, 
9 onm 
Xenia wil 


, and you can pick up 
| M | | 
li 


the nifty RC-P 90 
cool, and possibl 
than the Phan om 


ZMG. However ill I t 


£ ' 


—— SS 
oO = 
o 


Take notice of an (B) automatic 
machine gun to your immediate 
left. It won't activate just yet, so 
take a few shots to blow it up. 
Now, there really isn't anything. 
until you reach we mouth of the 


Cave, 
locat- 
ed 
for- 
ward 
and 
to the 
right. 


Upon entering the Cave’s 
mouth, fog will hide an >) auto- 
matic machine gun on the left, 


F : iL 
Ñ La Par t I Jung 


“your 


along with about three to five sol- 
diers on both sides. Coax Natalya 
into entering the area before you, 
and she'll Iure the soldiers out of 
hiding and may even kill them all. 
Use your sight to locate the hidden 
turret and destroy it before you get 
too close. 


Now 
head up 
a slope 
and into 
the left 
part of 
the Cave. 
Ascend 
the lad- 
der very 
slowly. If done properly, you'll see 
an (5) automatic machine gun at 
the top of the ladder before it sees 
you. Behind it you'll find a bunch 
of crates that you'll need to blow 
up. This small pile is the (D) 
Ammo 
Dump 
you 
need 
to 
destroy 
to 
accom- 
plish 
one of 


objec- 

tives. Use the remaining Remote 
Mines to do the job. But look to 
the right first, because there is 
another (B) automatic turret ready 
for action. 


DGIN. [IE P 


DON'T TAKE THE 
LADDER ROUTE, THE RIGHT PATH IS LADEN 
WITH ARMY MEN HIDING BEHIND STEEL 
CRATESe EITHER WAY IS GOOD, BUT TAK= 
ING THE LEFT ROUTE IS THE EASIEST WAY 
TO ELIMINATE THE TURRETS e 


After taking care of 


waiting for yo . The 
. «tion is to load up JoU 
| Launcher and fire three; one 
' to the left, middle, and ri jht areas. 
This will cause major dai nage, but 
won't kill everyone. Seconds after 
the explosion, switch to the US 
AR33 Assault Rifle or the RC-P90, 
and engage in all-out warfare. 
Sweep around the left hand wall 
and fire constantly at anything 
that moves and isn't wearing a 
skirt. If you do it right, there will 
be nothing left. Again, there's not 
much to hide behind here, so 
strafe 
and 
shoot, 
and 
repeat 
toward 
the 
opposite 
direc- 
tion. 


eu Sn || || 


ciù: vu 


cum 4 


you will see a 
“path that 
leads off 
into the 
distance. 
That will 
lead to 
your exit. 
There are 
probably 
a few 
soldiers 
left, so pick them off before you 
enter 


R. 
OA 


UNTIL nu IS NEAR 
IT. BOARDING TOO EARLY WILL RESULT IN 
FAILURE + 


KNIFE x2 CHEAT 


Complete the mission jy casy in 

less than 5:45, and you will be 

able to use two ing'knives at 
p 1 


once. 


m 
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RIMARY OBJECTIVES 
. Protect Natalya (Agent, Secret Agent, 00 Agent) 


. Disable Goldeneye Satellite 
(Agent, Secret Agent, 00 Agent) 


iii 


. Destroy Armored Mainframes 
(Agent, Secret Agent, 00 Agent) 


MASIA 


¿ón GOLDENEYE 007. 
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MISSION 7: 


TIPS 


Beware of a 


GETS REALLY ROUGH HERE. You 


guns (especi | 
room) They ead- START OFF IN AN ELEVATOR. OUTSIDE THE 
I Use the I ii chi "i or ELEVATOR, THERE ARE THREE VICIOUS 
T | ATI T lj AUTOMATED GUNS PLACED HIGH ON THE 


WALLS. THE FIRST TIME YOU PLAY IT, 
you camas YOU SIMPLY WON T KNOW WHAT HIT YOU. 


ret, but it c 


Open the elevator door and jump 
back so that you can just see the 
first gun and it can't hit you. Take 
it out, jump out of the elevator, 
and take out the first soldier to the 
left. Two more will advance on 


In the secon 
and soldiers, 
watch for th i 


ing. 


. you, so take them out as well. Play 
Stay away from Mines once hide and seek. Now, you can 
you've laid them. achieve, through hard 
È { work, 
© Keep Natalya alive by protecting the per- 
her with lots of gun power. fect 
© When she starts to override the angle so 
system, stand in the middle of that you 
the aisle, with your back to the can hit 
black glass. That-way, you'll the last 
have a clear shot at any oncom- two 
ing enemies. ^ Vu. RE robotic 
M id guns 
© Again, ‘when Natalya'starts to without 
override the prm. and you them being able to hit you. 


veapons and 
t be . 


E MON INTELMGENGE d 


TO THE LEFT OF THE ELEVATOR e 
THE SECOND ONE IS COVERING THE MIDDLE 
HALLe CLING TO THE WALL JUST LEFT OF 
THE ELEVATOR AND SHOOT THROUGH THE 
NARROW SPACE AHEAD TO TAKE IT OUT 
EASILY. THE THIRD ONE IS THE EASIEST: 
In’s WAY UP HIGH AROUND TO THE 
RIGHT, AND wor’? SHOOT AT YOU UNTIL 
If IS WELL IN VIEWe JUST DON T GET 
TOO COCKY e 


Weapons 


PP7 % 
Timed Mines 
Duetsche ` 
Detonator 


Grenades 


You should be able to target the 
second gun from the left side of 
the first room. Go a little forward 


||) 


TN t II Contr N 


and look up to the right. You 
should be able to get an easy shot 
on the third gun. Round the corner 
as you ate looking up. You'll see 
its barrels jutting out from the 
wall. Once you've taken the third 
gun out, there are two soldiers just 
behind it, gua one behind you in 
the area 
where 
. the com- 
| C 


that the thir 
behind. 


you. 
Once 
the 
door 
is 
open, 
a few 
guards 
will 
appear | 


^in the distance. Use 
your P hairs to find and kill 
them. On 
down the 
hall, 
there is a 
room full 
of sol- 
diers to 
the right. 
Pick 
them off 
one-by- 
one, being careful of grenades. 


This may be the second toughest 
part of the "ian t 


Natalya: Got one open! Head for the 


control room, James, I'll do 
what | can from here. 


M 


P s 
enter 


that love- 
ly ammo (and 

maybe even a grenade or two). 
Then back up into the hallway you 
were just in, and take the opposite 
path down a short flight of stairs. 
You should have killed whomever 
was originally there. In that small 
cave are the (B) Remote Mines you 
so desperately need to complete 
this mission. Pick up everything in 
there. 
Now 
go 
back 
to the 
crate 
room 
and 
pre- 
pare 
fora 
quick battle. 


Go to the end of the crate room, 
and the passageway at its end (and 
to the right) will be filled with a 
maximum of two > soldie s. Take 
them out, then cféep th ‘ough the 
narrow passage... hould be 
able to get thesdr two more 
guards. Do id t9 fall back 
if » 


Ascend the stai s, d 
door at the top 
and let the fou il 
up to be shot— 
area is cleared, 9 
open the door an 
the area for soldi« 


Boris: Please don 
Trevelyan 


—— ueniet 
OFFICIAL [NTELLIGENGE des 
MAKE SURE NOT TO KILL 
HIM BECAUSE IF YOU DO, NATALYA WILL 
QUIT AND RUIN YOUR MISSION. . 
REMEMBER MD BORIS AND HER ARE STILL 
FRIENDS è e ^ x 


Boris will*pull a gun on you, and 
then drop it like a goof.. Next, he'll 
run away. Just for kicks, follow 
Boris to. see where he goes. He will 


m's BETTER TO CHECK “YOUR MAP FOR THE 
BODY ARMOR'S LOCATION. 


Place Mines at the (O) two main- 
frames and blow them up. With 
luck, the explosions will also take 
out two soldiers waiting for you on 
the top floor. Now go upstairs. At 
the end of each hallway, yow'll find 


TUM 
a 
s 


(E) two more mainframes. Place a 
Mine on the wall beside each 
mainframe. Then blow them up. 


OFICIAL INTELLIGENDGE ger so nu 


UITIUM. oe MINES 


WHERE THEY wor’ T 


DESTROY THE BLACK GLASS SURROUNDING 
BEHIND THE MAINFRAMESe 
BUT THE 


IT MAY SEEM 
LIKE A HASSLE; 
GLASS 
WILL 
COME 
IN 
HANDY 
LATER 
IN THE 
MISSION. 


That's 
four, 
there are 
two 
more. Go 
to the 
top floor 
' and 
_ head 
left. 
"Walk 
to the 
end ^ 
of the 
hall- 
way. 
It'll 
slant 


down, and as you crouch down 
with it, you will pass through the 
grate and into a little hideout. 
Lucky you[md]a piece of Body 
Armor is in Boris's vanishing 
place! 


Go back 
down to 


TEA 


out of the room, 
single soldier wait- 


M N 


of the zu 
there may be 


main 

floor 

and 

head 

toward 

KS Te Ir you DON’? 
JT MIND WASTING 

du DAGIN. INIFLLIGENGE joa 

haven't UPSTAIRS TO THE END OF THE PLAT= 


opened. It's opposite of the dete: . 
from which you entered. Behind 
the door there are two giant tur- 

rets in the distance, and four sol- 
diers are guarding the mainframe 
inside. Open the door, standing to 
the left of it. Now back up—way 
up. You should get a good view of 
the right turret, and you should be 
well out of its range. Pick it off 
with your PP7. The explosion kills 
one of the soldiers inside and gets 
the attention of the rest. Strafe to 
the side and take them out as they 
get to the doorway. 


Now you can easily pick off the 
second turret. Open the door and 
back away so that you can see the 
right turret while staying out of its 
range. Take it out with the PP7 and 
enter the door. There are two tur- 
rets just inside the door—one on 
each side. Quickly run past them 
and duck into the third alcove on 
the right. You may get hit once, 
but it's better than trying to elimi- 
nate the guns. If you didn't lure all || 


Im 


| 


Duck DOWN SO YOU CAN BARELY 
AND 


FORMS è 
SEE THE TURRET ON EITHER SIDE; 
TAKE THEM OUT FROM THEREe 


In the last alcove on the right, you 
will find the (G) fifth mainframe. 
Throw a mine on it and blow it up. 
Now run for the door and don't 
hesi- 
tate. 
The 


, and head over to a 
e rocky area of the 
yn the path and 
with Natalya. Lead 
Computer Area, 


E: " + i | 


"mr i s 
1 


and the (H) Y 
this by 


Natalya: I'm coming, James!, 


| i 


v l start 
working 
o the 
y puter 
and will sound the | | i 
alarm. Reload your ani ii (lana 


tion yourself in the b 
room against the black glam. What 
you're doing is getting the best 
possible angle on the soldiers who 
will come flooding down the stairs, 
and you're covering the front and 
side of the room. From your spot, 
you can hit all of them 

and 


o Natalya: l'Il try to override the guidance 
controls. 


just get the 
Natalya: Naw oscila ation above ; 


II! 
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computer monitors (except the one 
Natalya uses), because they'll get 
between you and the 
sol- 
diers. 
Shift 
your 
view 
left 
and 
right, 
so that 
you’re 
constantly scanning both sides of 
the room. When soldiers appear on 
the upper deck, pick them off as 
they begin to descend the stairs. 
Do your best to hit them in the 
head. This will allow you to quick- 
ly shift your focus. Watch out for 
large groups. Pick one off, check 
your six, then pick another one 
off. This way you can avoid a guard 
slipping in behind you. Also, keep 
your ears open for the sound of 
breaking glass. The two panes clos- 
est to the big screen on the lower 
floor may be destroyed by gun- 
men. They'll use this position to 
pick off Natalya at a distance. Once 
the glass on either side has been 
broken, you'll need to check that 
side more often. Avoid running for 


_ „ammunition unless you absolutely 
* have to reload. Giving up your 
` i position may make the difference 
. between winning and losing the 


mis- 
sion. 
Guards 
that 
pause 
at the 


base of the stairs will focus on you. 


Anyone who sprints to the front of 
the room is gunning for Natalya. 
DON'T LET THEM THROUGH! 


n A | 


| HERE IS TO BE DEMOC= 
RATIO. TRE SOLDIERS. FLOOD DOWN 


Seòna Göt back to the sür fa 
“a 'm going after Trevelyan. 


€ p 
by fol- 
_ „lowing 

her. Hurry ghey the goron 
pane : 
on 
the 
left 
side 
of the | 
room 
and 
head 
for 
the 
double doors in the back of the 
room. Prepare to rock. 


Spray bullets all over the place as 
you go. It's tough now because 
there will be an endless stream of 
enemies attacking you from all 
sides, so you must run and gun. 


de | 


CUBA 4 


Enter the room in the back and 
you will see the (1) last mainframe. 


Quickly throw a Mine at the glass 
encasement to the left an back out 
of the room. Trigger the explosion 
and it should destroy the glass, 
mainframe, and any soldiers unfor- 
tunate enough to be inside. Switch 
back to the Duetsche and head to 
the left set of double doors. Gun 
down anyone 
standing 
in your 
way as 
you 
make a 
mad 
dash for 
the 
locker 
room. 
In the back you'll find 
some Body Armor, which you'll 
probably be desperate for by now. 
Now head out the back door and to 
the left. You'll find a double door 
that hides an (J) Elevator that will 
take you out. Mission accom- 
plished. 


INFINITE AMMO 
CHEAT 


pw - L 
Complete the missi A ib. 
in less than 1990, and ypu will 
receive infinite 


1 M 


h 


PRIMARY OBJECTIVES 


A. Destroy Inlet Pump Controls (Secret Agent, 00 Agent) 
B. Destroy Outlet Pump Controls (Secret Agent, 00 Agent) 


C. Destroy Master Control Console (Secret Agent, 
00 Agent) 


D. Use the Radio to contact Jake Wade (00 Agent) 


E. Minimize scientist casualties (Agent, Secret Agent, 
00 Agent) 
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TIPS 


© 


When three 


men group anc 
forward (really), and s S 
well. They can shoot 

the dead bo 


> 


miss, or you migt 
explosive barrels. | 


By now, you shoul e 
enough to shoot for the head. 


On the two flight decks, go 
underneath first and kill all of 
the guys on that level. Then run 
back and do the upper level. 


If you know there is a trooper 
up stairs, try to avoid attacking 
him from below. You're always 
at a disadvantage. 


Let the troopers pile up in the 
doorways. Strafe around them, 
back up and let them free, if 
they can get out! 


Keep on the look out for auto- 
matic machine guns. There are 
at least two in this mission. 


If doctors won't. get out of the 


way of a computer, shoot them | 


in the foot. Then they'll leave 
(and they won't die either!). 


Watch out for solidiers wearing 
blue berets. They're tougher 
than most solidiers—don't take 
them lightly. 


Lockers sometimes hide secret 


passageways. Blow a few up to 
see for yourself. 


ul 


Weapons and Devices 


ZMG (9 mm) 
PP7 

US AR55 x2 
Timed Mine 
RC-P90 


Open the ele- 
vator door 
and you'll 
find several guards waiting for you 
on the other side. Use the elevator 
for cover and pick them off as they 
come running. 
As soon as you 
can, you should 
move into the 
hall so you'll 
have more 
room to duck 
and move. Make 
your way down 
to the next door, open it, and duck 
back and around to the side of the 
door. Take out any soldiers that try 
to go through the doorway. Then 
force your 
way past any- 
thing stand- 
ing between 
you and the 
next door. 


The next two 
rooms con- 
tain the (A) Inlet Pump Controls. 
Look down at the room below. 
Move down into the first room and 
get the scientist to leave. Move 
through the slim passage in the 
rocks, careful of enemy soldiers, 
and clear the 
second room of 
scientists. Place 
mines between 
the computers 
in both rooms 
and your first 
objective is met. 


III Caverns 


WAIT UNTIL 
THE SCIENTISTS ARE CLEAR 
BEFORE BLOWING UP THE COMPUTERSe IF a 
SCIENTIST GOES UP THE STEPS AS A COM= 
PUTER EXPLODES, HE COULD GET CAUGHT 
UP IN THE BLAST. 


SOCIAL GUMIMUNIUUE sa cas 


Head through 
the next door 
and into the 
next area. Be 
careful of the f> 
soldier on i 
the opposit 
side. You'll find your 
self at an opening. 


| CHOICE BUT TO TAKE TH 
HOW YOU CAN T FALL OFF, E 
TRY? FOLLOW IT UP AND KNOCK OFF 
MILITARY PERSONNEL ALONG THE WAYe © 


Atthe top is a 
guard and.a 
door. From this 
door, a handful 
of soldiers will 
emerge. Open 
the door and 
get their atten- 
tion. Then drop back well onto the 
twisting path. For some reason, the 
enemy won't shoot across the gap. 
Instead, they'll run toward you 
until they can fire in a straight 
line. Stand back and wait until 
they show up, and then just blast 
them. It's too easy with the ZWG— 
you gotta love it! 


You'll find 
lots of (5) 
ammo boxes 
in the next , 
room. Blast | 
open the 
crates to get 


soldiers that 
themselves 
earlier. The 
back door 
leads to a 
long catwalk. 


Be ready for 
immediate 
opposition. 
There are at least five guards near 
the first turn in the catwalk. Draw 
them out, then 
back up let ‘em 
have it. You’ll 
have the 
chance to stay 
on your cur- 
rent level or to 
take a lower 
path. Stay on 
the high path for now. Use the 
various twists and turns to scout 
for enemy 
soldiers 
along the 
catwalk, and 
pick them 
off from a 
distance. 
Also, keep 
an eye on 
the lower path. You'll want to pick 
off those you can while walking 
the high path. „u. 5 


CAN. d. ROOT. ACROSS 
n ECES OF CAT 
LY SHOOT AT YOU WHEN 
T SHOT STRAIGHT DOWN 
THIS TO YOUR ADVAN= 
ING A CORNER 

ENEMY AND BY 
¡FROM A DISTANCE» 


end of the catwalk, 
of stairs and a 

the two soldiers 
pros one of which 

| Code Card C. Then get 


the attention of e 
downstairs and di 
ner. Take them | 


ATTACK THE ROOM FROM THIS ANGLE, BUT 
THERE DOESN T SEEM TO BE MUCH OF AN 
ADVANTAGE IN DOING SOe 


Throw a Mine on the lockers across 
from you and get clear of the blast. 
Switch to your ZMG and take out 
any survivors, if there are any. 
Look down to the left and you will 
see (F) three computers and two 
guards. Shoot the middle computer 
to take out a 
guard. Then 
take out the 
other, who 


reach the 

first set of will drop 

stairs, go Code Card A. 

around them 

and into a Once the 
area is gen- 


cavern with a 
few crates and 
lockers. Blast open the (D) boxes to 
get a huge stash of ammo. 


erally clear, blow the three con- 
soles up, and Objective B will be 
met. Go up the steps and go out 
the way you 
came in. Go 
straight and 
around to the 
right until you 
reach the door 
the two soldiers 
were guarding 
before. 


Go back up the 
steps and walk 
to the door in 
the middle of 
the catwalk. 
Open the door 
and get the 
attention of any soldiers inside. 
Jump back out the door and to the 


side. Take out any soldiers that TET , 
door agel and inch forward bd PEGIN. CONUM | 2 Vu uen 


until you can RADIO ROOM. You MUST BE 
see a CYN XUHOSIUNS THAT rm DESTROY mmo 
ret to the left. 


RADIO o 
Destroy it and. 
then check 
the left area 
for enemies. 


Quickly take a look around and 
then pull out. There are a few 
guards inside, and two have RC- 
P90s. Jump back out the door and 
reu nn take out any soldiers who follow 
YU | THERE'S A ou. You may need to destroy a 
5 PEGIN. COMMUNI È SEORET PATH Ya, Or two n order to lure every 
BEHIND THE LOCKERS 2 illi 


one out who’s willing to follow. 
IN THIS ROOM. IT CONNECTS TO THE 


um ek MITT Tov, AR What you can't see is that, in the 
æn Radio Room, there are three sol- 


(art III Caverns 


III C 


diers standing right in front of a 
(G) huge stack of explosive barrels. 
Duck down 
between the 
two doors and 
use your AR55 
to zoom in on 
them. Take out 
each one with 
Short, con- 
trolled bursts. 
Don't try for a head shot if you're 
at all nervous about hitting the 
barrels. Now run inside, and take 
out any remaining men. You will 
find Code Card B in this room. Be 
careful of the third man in the 
Radio Room. He's positioned pretty 
close to the left wall, and you may 
not be able to shoot him from the 
door's safety. Pick him off just like 
every one else. Don't slip up! 


Once the area is clear, go to the 
Control Room and radio into 
Intelligence. After you radio in, 
you can put a bullet or two in the 
explosive barrels, and another 
Objective is met (Objective C). 


DGIN. INTEALUGEN , 7 Lm 


ROOM y 

YOU'LL FIND THREE GRATES IN AN ALCOVE 
TO THE RIGHT. (NE OF THESE CRATES 

CONTAINS A SPECIAL SECRETe BREAK 
THEM OPEN, AND A 
SLIGHTLY SMALLER 
BOX WILL POP OUT 
OF THE (H) 
RIGHT CRATE» 
SHOOT THIS BOX, 
AND AN EVEN 
SMALLER BOX WILL 
APPEARe REPEAT 
OVER AND OVER 
UNTIL TWO MONITORS APPEARe SHOOT 
THESE OPEN TO RECEIVE TWO AR22s. 


Jack Wade: Got your bearings Jimbo! 


le and my boys are oy 
our ways à 


get out. Open 
up the door you 


Now, it's time to , 


CUBA 4 


two soldiers on 
the other side. 
Go through the 
next door on 
your left—that's 
the exit. Take 
out the two 
men guarding 
the next door, 
then shut the 
door behind 
you. Open up 
the next door 
and Janus will say something like, 
“Too slow, 
eh, James?” 
Drop into a 
crouched 
position and 
take out the 
(1) two auto- 
matic 
machine 
guns on the 
ceiling as 
quickly as 
possible. 
Quickly dis- 
able the guns 
and charge 


Trevelyan: sos q James. 
again. 


the next 

door, because troops will start 
materializing 
behind you. 


¿Findithe eleva- 
or nearby, and 


i 
-ROP-90 
x 
CHEAT 


Complete the 
mission in hard 
in less than 
9:30, and you'll 
wo RCP-90s at 


RIMARY OBJECTIVES 


A. Destroy Control Console 
(Agent, Secret Agent, 00 Agent) 


B. Settle the score with Trevelyan 
(Agent, Secret Agent, 00 Agent) 


cià» GOLDENEYE 007. 
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TIPS 


Go to the sha 
door, that's 
Console is. 


Constantly s 
pick up their 
out of ammo, 
with these ki 
suicide. 


possible, and he wil 
the antenna duo ear 
than later. 


Stay close to the ladder when 
you first reach the antennae. 
Otherwise, cheap shot Trevelyan 
will knock you off before you 
can see which direction is up. 


© Run like the wind. The key to 
this level is to keep moving. 


© Finally, you get to meet up with 
Trevelyan. Or at least, it seems 
like you might. The cradle is 
crawling with ZMG-packing 
henchmen in berets.and sun- 
glasses. These guys are the 
worst. Luckily, you'll soon be 
packing those ZMGs, too. 


Weapons and Devices 


ZMG (9mm) 
PP7 


GENERAL DO sonici m 


SIMPLE, ACTUALLY. THE uh Re 
PLES OF BEATING IT ARES 


Find THE COMPUTER CONSOLE THAT CON= 
TROLS THE SATELLITE DISH AND DESTROY 
If, AND THEN TRY TO STAY WITH 
TREVELYAN ONCE YOU FIND HIM. HE RUNS 
FROM YOU THE WHOLE LEVEL. BY STAYING 
AS CLOSE TO HIM AS POSSIBLE, YOU LL 
SPEED THE INEVITABLE MEETING BETWEEN 
THE TWO OF YOU—THE BATTLE ON THE 
SATELLITE ANTENNA» | 

= 


PRA 


f N 


¿Mé part IV Antenna 


You 
start off 
ona 
lone 
wing of 
the cra- 
dle. Back 
up to 
your left 
and pick 
upa 
piece of (A) Body Armor. There are 
two more wings to the cradle, each 
with a (A) Body Armor. You can go 
out and get them, but you will get 
pretty beat up in the meantime. 
Gojust left of where you started. 
Arm yourself with the PP7 and 
wait for the first soldier to reach 
you. Take him out by shooting him 
a couple of times across the gap, 
and pick up his ZMG(s). This will 
be much easier if he drops two 
guns. 


GENERAL DISPATGN sy, 


KILLING THIS 
GUY, YOU WILL RECEIVE NOTICE THAT * 
TREVELYAN JUST SET THE AUTO DESTRUCT 
TO EXPLODE IN THREE MINUTES. 


S activated the antenna 


Immediately, three soldiers, 
whose accuracy is deadly, will start 
shooting you. Blow them away and 
grab all of their guns (six all 
together). Keep going up the ramp 
and try to take out the guy at the 
top, turn left, and run to the stair- 
case that leads down to the center 
platform. 


Get to the first platform, making 
sure to kill any guards there. Take 
the staircase on the left down to 
the second platform, and you'll see 
two shacks, one on your left and 
one on the right. Go left—that's 
the shack with the (5) Computer 
Console in it. The door will be 
open s 

and 

may 

have 

guards ff 

com- . 

ing 

out Oly 

it. 


AND tob. You GOULD S. L 
IS CLASSIC DOOM—STYLE 2D ACTION 
SHOOTING, NO? i 


That shack has an automatic 
machine gun that is aimed right at 
the door. Point your gun up, target, 
and blast away.. ‘There are soldiers 
there, and it’s your choice who or 
what you kill first. 


COCA, son 


STAND BACK FROM THE DOOR AND 
AIM, SO THAT NO SOLDIERS FROM INSIDE 
THE SHACK CAN HIT YOU. TAKE OUT THE 
TURRET. NOW GO IN ABOUT THREE STEPS» 
AND SHOOT ANY GUYS IN THERE. ALWAYS 
CHECK YOUR BACK, TOO, BECAUSE NEW 
SOLDIERS ARE ALWAYS RUNNING IN AND 
FINDING YOUe | 
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When 
you step 
inside, 
you will 
find 
Trevelyan. You will catch up with 
him later, so ignore him while you 
take care of your first objective. 
You will see a giant piece of 
machinery to your left and another 
turret in the back, left side of the 
room. The turret won't be activat- 
ed unless you move more than 
halfway into the room, or you 
approach it, whichever comes first. 
Blow it up and then swing around 
to the other side of the machine. 
There's the Computer Console. If 
you're lucky, you'll have more than 
50 seconds left. Shoot at the 
Computer, and you will have 
stopped the 

device 
from 
going 
Off.* - 


iu 

‘ol console destroyed! 

ina inoperative. 
visas 
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AE 
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Now, to find that 
guards will app! 


of damage. 


Speaking of dama 
damage Wn | 


door you enter 
other shack. Mun 
for the most pa 
the machine—a 


Now 
head 
back to 
the other 
shack 

| and pre- 
‘ pare to 
chase 


Trevelyan bud the ctadle for 
awhile. Settling the score with him 
means that he gets to abuse you, 
calling you a pencil-pusher, while 


you chase (and 


wild K across s the entire cradle! 


shoot) him like a 


I 


IM 
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t IY Anter W 
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TICIAL INTELLIGEMGI: 

ar k — THE BIGGEST 

TRICK TO THIS 

CHASE IS TO STAY WITH HIM AS CLOSE AS 
POSSIBLE. HE'LL RUN AROUND THE CRADLE 
AT LEAST TWICE IF YOU'RE DECENT, 
STOPPING AT THE SHACK TO TAKE SHOTS 
AT YOU, AND AT THE BOTTOM OF THE 
STAIRCASE BENEATH THE SHACKe HE ALSO 
RUNS UP 
TO THE 
TOP OF 
THE 
CRADLE 


— en. 
en 


jj Always yd a 
; Never to 4 


2 fof 


Eventually, if you have followed | 
him well and closely, he will run to | I 
the very bottom of the cradle. This | 
is where the Antenna is. He'll drop 
down to the (D) Antenna platform, 
which is about 10 feet across, and 
sneak up on you. Try to stay close 
to the 
ladder 
in 
prepa- 
ration 
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the 
gun- 


GoLp PPT 
CHEAT 


Complete this mission in 2:15 on 
the Agent difficulty to receive the 
Gold PP7. With this gun, it will 
only take one shot to kill enemies, 
blow up a crate, or disable an 
alarm. 


MAGNUM CHEAT 


A Cougar Magnum is given to you 
once you have beaten the game in 
the Agent (easy) mode. The cheat 
appears in the first mission profile, 
just under 1. Mission Select; 2. 
Multiplayer; and the new 3. Cheat 
Options. 


game is 
over. 

. Mission 
Acca Aplished!i Now you get to see 
James and Natalya make out for 


about five minutes during the Å 
credits scenes. ¡A de ( 
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OBJECTIVES 


PRIMARY 


A. Reprogram Shuttle Guidance (Agent, Secret Agent, 
00 Agent) 


B. Launch Shuttle (Agent, Secret Agent, 00 Agent) 


+ : S^ i a'e 
es 
SS TO' THIS, MISSION BY COMPLETING THE 
SRECIAL AGENT OR OO AGENT DIFFICULTY 


cms 


y 


‘of the i qe uses a ootad sou 
will take a couple of hits with 
nowhere to, go. e Li 


" 


e It is very HA to VER this mis- 
sion ‚slow at first. Peek around every 
corner to check for soldiers or turrets. The 
turrets are especially nasty in this mission. 
You will probably : need to play through it a 
couple of times. to find out where they are. 


In the Sebona room, , you can drop down to 
a lower level, but I'd advise against it. You 
will want to take this route after reprogram- 
mmg the Shuttle Guidance. 


©. You will run into Jaws in this mission. He 
will immediately fire on you. Keep a full 
clip in your AR33 and be ready. You will 
receive a second AR33 and the Smart Card 


© You will first need to find the computer that 
closes the Exhaust Bay doors (this is to the 
side and above the bay). Then go back 
through the bay. You should have the Smart 
Card by now, so use it on the glass 
doors to gain access. 
Use the Guidance 
Data on the disk 
drive to complete 
Objective A. Here, you 
will get the DAT. 


ert 
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Use the DAT on the mainframe outside— 
across from the shuttle. You will need to. a 
have the bay doors open at this point. 


DOUBLE LASERS CHEAT 


Complete the mission in medium in less than 
9:00, and you'll get to use two lasers at once. 


E 


| EL SAGHIRA 


S r ou must have completed every mission in 
ling the first Secret Mission. 


‘TEMPLE 


B. Defeat Baron Samedi? (Agent, Secret Agent, 00 Agent) 
Weapons and Devices: PP7, ZMG x2, Golden Gun 


© When you get to the room with the Golden Gun, 
you must follow a certain pattern in the tiles on 
the floor. The map shows the path. If you don’t 
follow the.path, the guns will fire on you and you 
won’t be able to get the Golden Gun. 


© Now, activate the panel to the left of the pedestal. 
Grab the Body Armor inside and exit the other side. 


© Go to the next room, where you will find Baron 
Samedi. Shoot him, and he will resurrect in the 
room where you began. Take him out and go 
-`s through the secret passage on the right wall of the 
. hall that leads to the Golden Gun. This will lead 
to your final confronta-tion with him. If you are 
Iow on health, grab the Body Armor inside. Kill 
‘ him to complete the mission. 


007 SETTING 


Once you've completed every 
mission in 00 Agent difficulty 
(including both Secret Missions), 
you'll gain access to a new 
game setting—007. Using this 
setting, you'll be able to control 
Enemy Health, Enemy Damage, 
Enemy Accuracy, and Enemy 
Intelligence. 
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y fabulous, and is no doubt 
eathmatches a complete blast 


s scary. Obviously, this section of 
to four players. When two players 
izontally split, and when three or 


turns to a Ete split-screen 


The game here i 
them. Of coi # 


OHMSS 


S: 
MUU iss vue 


Here's the breakdown of options 


Random 


tes 
js 10 Minut 
Se Lengt RSS 
Weapons: hos 
Characters 

Health 

control Style 


SCENARIO 


If you get bored with one scenario, make t 
play team tag, or choose the scenario th 


more difficult, 
Golden Gun. There are eight Sai 


lay with the 
u Only Live Twice 


T Y | 


|. M | 


(two lives max 
With the Gol 
shot to kill a 
three team A 


g Daylights (flag tag); The Man 
ever finds the Golden Gun needs one 
se to Kill (one shot to kill); and 

2, 5 vs. 1, and 2 vs. 1). 


LEVELS 


e| one-player game, it could have been easy for 
Rare pop t to just stick with a few of those levels. But, in 
mew levels to choose from (Caves, Temple, 


Complex, and Stack) lere are 10 choices in all, and there's a 
choice to pick ra d dom as well. The levels are: Temple, Complex, 
Caves, Library, Base , Stack, Facility, Bunker, Archives, and 
Caverns. 


GAME LENGTH 


There are lots of choices here, as well (seven in all): Unlimited, 5 
minutes, 10 minutes, 20 minutes, first to 5 points, first to 10 
points, first to 20 points. 


WEAPONS Eco: ven 
* è * 

There are 14 different cy se ES to choose from: pistols, throwing 
automatics, power weapons, sniper rifles, grenades, remote 
launchers, timed mines, proximity mines, rockets, 
un, and slappers’ only! (karate chops). 


There are 55 21 of whom have question marks over 
their faces. Thi random characters who played lesser roles in 
the game. You can choose from Bond, to Xenia, to old time 
favorites like Jaws or Oddjob. 


The Health option is used to set handicaps for players of differing 
skill levels. Finally, players can choose their Control Style and 
whether they want the Aiming Sight and Auto-Aim on or off. 
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\ STRATEGY GUIDE 


YOUR 
LICENSE 
TO KILL! 


You're plunged into a 

deathgame against one 

of your own— 

Alec Trevelyan, Agent 006— 

a ruthless double-crosser 
possessing the same skills that 
have made you a lethal operative 
for Her Majesty’s Secret Service. His 
knowledge has turned your very 
instincts against you. It’s spy 
versus spy in a cloak and dagger 
duel to the death full of deceit, 
espionage, and false loyalties. 
WHO DO YOU TRUST? 
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SPRGLAT 
TMPELLICHNOE 


Access Top 
SECRET LEVELS 
AND CHEATS! 


COMPLETE 
EVERY 
ASSIGNMENT, 
INFILTRATE 
EvERY LEVEL! 


SATELLITE MAPS 
CovER ALL 
7 MISSIONS 


With the help of these Top Secret Files, 


trust no one but YOURSELF! 
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